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Painting Workshop 


some pretty generic spackling “mud” or putty/paste that you can pick up at any 
home improvement store to level off the bases. The sides needed to be scraped 


Hello everyone! Last is- 
_ sue we had an army build- 
' ing article that walked us 
through the building of my 

slightly non-standard Re- 
ven army for the Warlord game by Reaper miniatures. This article will feature 
the same army, but will get us one step closer to it seeing action on the table. 
Since I don’t want to play with a bare or partially painted army the next step 
for me would be getting paint on these guys. As a quick reminder here’s what 
the army looked like after I was done pointing it up and putting the models 
together... 


Out of the 22 figures in the army six of them are already done (the four ogres 
and the ogre mage in the back were done by good friend and part-time oppo- 
nent Christopher Carr and I had previously painted Grum myself). That leaves 
almost 75% of the army that needs to be painted. I decided that it was high 
time for me to give the “dipping” method a proper chance and this is the army 
that I would try it out on. I chose to do the Bugbears first but before I could 
get to painting them I needed to do some work on their bases. I had glued 
them down to plastic-card and needed to even things up a bit so they didn’t 
look like they would like they were, well, sitting on top of plastic-card. I could 
have picked up some 1” square metal bases from Reaper and set them “into” 
these bases but I would still have had to do some filling in of my own. I used 


smooth but this part of the process didn't 
take too long and as soon as the putty 
was dry they were ready to be primed. 
Priming can be a tricky thing here in 
Texas where the humidity can play' 
havoc with your painting plans. If it’s page 
too humid your primer can turn powdery 7 
on you and you’ll need to strip them and § ¥ 
start all over again. 


When I was ready to get started we had 
a cold front come through and the hu- 
midity was too high for my comfort so I 
applied a coat of thin white paint by 
brush instead of spraying them. It takes 
a bit longer to paint on a primer coat but 
I didn’t want to take any chances with 
the humidity. I’ve had whole batches of 


things up as more colors were applied. I could have gone a bit darker with the 
flesh color, but we’ll see how these turn out after being “dipped”. The next 
color I went with was a medium-dark grey for the armor bits and other metal 
parts on the models. This cleaned 
up some of my over-painting with 
the flesh colors and then I was on 
to the rest of the colors. This was 
mainly a couple of different 
browns for stuff like leather 
straps, shields, and fur cloaks, a 
red-orange for their hair, white for 
their teeth and claws. I used a 
light green for the decapitated 
head trophies that two of them 
carry on their belts and the 


figures that needed to be 
stripped after a bad prime before 
and I just wanted to get these 
guys painted. 


To the left you can see an image 
of a Bugbear from WOTC’s 
D&D Monster Manual and I 
wanted to get mine at least close 
to appearance to this one. After 
the white I moved on to the largest bit of color and that was the flesh. I made 
their flesh slightly darker than “normal” human flesh and as you can see I was 
not very neat in the application of this color. I figured that I would clean 


stretched faces that were nailed onto two of the shields. The last color that I 
used was a dark red for the heavy leather skirts that a few of them are wearing. 
Below you can see what they look like after a dip. I used Minwax Polyshades 
(the Antique Walnut Stain 340 color) to dip them in and there are a few key 
things to remember when “dipping”. First, do it all outside and far enough 
away from your house or any other buildings because there will be some resid- 
ual spray during the process. Second, wear gloves! I cannot stress this highly 
enough and be sure to wear them on both hands. If you do get some of the 
stain on you, which I did, I found that regular soap doesn’t work too well but 
something like Lava or an orange-oil based soap worked quite well. 


After gloving up I took my can of Polyshades outside and opened it. Each fig- 
ure was held upside-down by the base and completely dipped / submerged into 
the stain. I pulled it out and then let as much of the stain drip off of it as I 
thought would come off on its own. After that I took each figure and whipped 
it around vigorously to get more of the stain off. This is where you want to 
make sure that you’re far enough away from your house so you don’t get stain 
where you really don’t want it or your wife / girlfriend will have your head. 
Also, you’ll want to keep a good hold on the figure as the base will get a bit 
slippery after being dipped. I had an Owlbear go flying across my yard and it 
was covered in grass and dirt when I found it. You probably also want to keep 
any pets and children away during this part of the process because that could 
also lead to your wife beating you about the head and shoulders if stain gets 
where it shouldn’t be. These guys need to dry completely before worrying 
about touch-ups, flocking and dull-coating. I found that letting them dry on a 
cardboard box worked very well as it wicked away some of the excess stain 


that was still slowly dripping off of the figures. I had allowed another group of 
figures to dry on a sheet of plastic-card and this resulted in most of them being 
stuck to the card when I came back for them later on. After the bugbears were 
dry I flocked them and moved on to the Beastmen. I followed the same basic 
process but was able to prime them using spray primer so that saved me a little 
bit of time. I also used fewer colors with them. A slightly darker flesh color, a 
dark red for their fur/hair, the same medium-dark grey for their weapons and 
other metal bits, and finally white for teeth, horns and claws. 


Here are the 
various 
stages for the 
Beastmen, 
staring out 
with them 
primed and 
them moving © 
to the base 
flesh color 
(Reaper’s| 
Leather 
Brown from 
their Master Af } 
Series) and 
then doing 
the red for 


oe ‘their fur and hair. When it came time for the horns, teeth and 
hooves all I had to do were minor touch-ups in places where I 
might have gotten some red or brown. The primer already took 
care of painting them white for me. 


The bottom picture of 
the Beastmen is after 
being dipped, drying, 
and then flocking the 
bases. They have still 
not received a full-coat 
yet. These two units 
being done takes care 
of the bulk of the army 
that needed to be 
painted, but I still had a 
Bugbear Shaman, an 
ogre, a giant and the 
army Warlord to take 
care of. The Bugbear 
Shaman got the same 
treatment as the other 
Bugbears and even 
though he’s in a unit of 
ogres I should have 
taken care of him when 
I did the other Bugbears 
just to save a bit of 
time. The base coats on 
the ogre and giant were 
quickly taken care of ’ @ ) Se tee \ me: 
and each one had a og > fs By, my h a “Y ee 
speck of white here or ¥ , : 
there in some crevice 
that normally I would 
go back and have to take care of but I knew that the dip would take care of I found out that the dark brown stain works very well with brown, red, flesh- 
these areas. I did have to stop myself from being as sloppy as I was with the tone base colors. It’s moderately good for some greens but with blue it just 
Bugbears. There’s no sense in making more touch-up work for myself later didn’t sing to me at all. As you can see above I had gotten lazy and painted / 
on, but you also don’t have to be as exact as you might if you were devoting dipped these guys before working on their bases. That will have to wait until 
hours to a single figure. My one complaint about the Beastmen is that the they dry completely. Putting the wet figures under a heat lamp will speed the 
leader (axe and shield) is a bit front-heavy and is prone to tipping over. drying time but they will still be tacky even after an hour of this. Well, it 
might be more or less time for you depending on how many lights you have on 
When I built the army I toyed with the idea of building a howdah for the goblin them and how hot they are. Waiting for them to dry after dipping is the most 
that stands on the shoulders of the Cyclops, my Warlord, but in the interest of | time consuming part of the process. Putting on the base colors takes less time 
getting the army done and on the battlefield I went with it as-is. I might re- than waiting for them to dry after being dipped. 
visit that idea at a later date, though. When it came to dipping these last four 
guys some things went according to plan and other things not so much. As As muchas] love the giant figure he was not my friend when it came to being 


you’d expect, the Bugbear Shaman went in and came out like the oth- 
ers. I’m already stripping five other differently painted Bugbears so I 
can match them to this set and bolster my forces. Once those five are 
stripped I can hammer them out in less than a day and it might be a 
Se Project for me during the football playoffs. The ogre went in and came 
ee out just fine. I was worried about swinging him around the backyard 

= and having him go flying but he was ok. I didn’t like how the goblin 
=~ came out and will definitely be re-doing him when time allows. 
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dipped. First off, I left him off the base because I figured that the three points 
of contact on the base (two feet and his left fist) would not be as secure as me 
holding him when I was slinging him around the backyard. Even though I kept 
a secure hold of the ogre and Cyclops I was worried about putting a hill giant 
hole in a neighbors window. So, he went into the dip and I held him in one 
hand and had to dap on extra dip where I was holding him but to do this I had 
to hold him somewhere else and then I had to dab some on those areas and 
you’re seeing my dilemma. I think that he’ll end up being ok in the end, espe- 
cially after several dull-coats but my next Warlord army (dinosaurs and sav- 
ages) has at least two guys of this size and I need to come up with a solution 
for them. Maybe basing him using epoxy would work ok or maybe brushing 
on the dip. I’m more likely to try affixing big stuff like this to the base with 
something super-strong instead of brushing on the dip because the brush appli- 
cation might not have the same effect as the “dip and sling”. 


I’ll be picking up some black dip to use on figures that are mostly green, like 
my upcoming Viridan army for Metropolis and then some clear so I can ex- 
periment with tinting the dip with blue, green or red ink. Here’s you can see 


the finished Warlord army that’s ready to hit the table. I have no thoughts that 
the army looks as good as it would if I had spent more time on it and had not 
used the dip. If I had inked, shaded and highlighted each part of each figure 
individually it would look better, no doubt about it, but I’d still be painting it 
and becoming frustrated at the lack of results. I found that this method, while 
not as visually appealing in its final state as the slavish devotion that some put 
into their armies (no offense to them at all, in fact my hat is off to them be- 
cause they are doing something that I just can’t) it can cover up some minor 
mistakes (like small white spots or not having the proper color separation be- 
tween parts of a model) it does a very decent job of shading the model and it 
shaves at least 50%-60% off of my painting time which means I have more 
time to play and I find myself more motivated to paint more guys. I had come 
to dread painting units and really didn’t want to think about painting entire ar- 
mies, but this has reOkindled the painting bug. I’m sure there are some new 
tricks for me to learn with the dipping process and I’ll be sure to add those to 
future articles. 


Painted, dipped and written by Mark Theurer 
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Gaim Fleet Box Set 
MGP3375 £50.00 


This new fleet set for BS A Call to Arms 
easily contains enough ships for you to 
take to the skies and blast away at your | 
enemies. There were two things that im- | 
mediately stuck me after I opened the | 
box. The first was that buying the ships | 
in this set as the box set is almost 50% 
cheaper than buying the individual blis- 
ters as they would be £98.00 if bought 
separately so the fleet sets are a very good 
way to jump right into the game. The 
second thing is that the bases and flight 
stands for all of the ships, except the little — 
fighters, are cast metal just like the ships 
themselves. This will add a lot of heft to each figure and should provide more 
stability for the ships. 


There are sixteen bases of 
small fighters and each base 
holds six ships. They fit just 
fine into the holes on the 
bases but each one had bits of 


flash that needed to be 
cleaned. Out of 96 small 
fighters each one needed 


some cleaning but none of 
them were mis-cast or bro- 
ken. 


The three Gaim Skrunnka 
Assault Ships needed the 
most cleaning out of anything 


in the box so we’ll tackle them next. The metal bases needed a bit of trimming 
around the edges but I was ecstatic to have weighty metal bases for the ships 
so I didn’t mind this at all. The center hold of the base does need to be drilled 

seeg out but there’s a small indentation so you 
know exactly where to do this. Sure, hav- 
ing the metal bases does create a small bit 
of extra work for you during assembly but 
I’m betting that adding some weight to the 
bottom of the model will make it more 
than worthwhile. Each ship has a tail sec- 
tion that slides into place on the hull but 
there was some thin metal webbing that 
needed to be cleaned off of the ship before 
it could slide into place. The perimeter of 
the ships also had a metal web / mold line 
that ranged from very thin to somewhat 
thicker. The angles of the fuselage made 
taking care of this pretty easy and it was 
hard to mar the ship when cleaning these, 
but each of them needed cleaning that 
lasted several minutes per ship. You’ll 
also have a bit of extra work when it comes to attaching the ship to the flight 
stand. You’ll either need to drill into the underside of the ship a bit to get the 
whole stem in there or you’ll need to clip off part of the stem. I recommend 
the drilling option, because while it will take a bit longer it will provide for a 
more sturdy final construction of the model. There are no fiddly bits on these 
models and prep took longer than actual construction. I especially like the cir- 
cle and line icons on the top of each ship. These three ships are based to fly at 
an angle but you could easily drill out the hole on the bottom to give them a 
more flat profile. 


The Gaim Shrutta Queen Battleship comes in five pieces, not including the 
metal flying stand and base. The fins come two to a metal sprue and each 
needed minimal cleaning and slid into place on the body just fine. The hull 
needed cleaning too, but nowhere near as much as those above. There are two 
small concerns I have with this model, though. First, the two pods at the end 
of each wing are connected to the body by a very thin bit of metal. If any part 
of the model is prone to bending it will be these and you could easily stress the 
joint enough to cause them to break off. I’m going to reinforce mine a bit with 


several thin coats of super- 
glue and then will have to 
remember to be extra care- 
ful with these parts of the 
ship. Second, and probably 
significantly less of a con- 
cern, is that the hole for the | 
flight stand is right in be- ~ 
tween the underside fins. | 
You’ ll drill it out again like | 
with the other ships but it 
doesn’t leave a lot of room 
for error when doing so. 
Drill out the hole first and 
then attach the fins and 
flight stand. There are 
some lines on the hull of the 
ship, but none of the cool patterns like on the previous ones. There were no 
significant construction or cleaning issues with this ship and only time will tell 
if my concerns over the pod joints are founded or not. 


The Gaim Sataaka Gunships, four of them, are next. These are bulbous instead 
of more planar like the previous ships and are my favorites of the box set. 
Each has a total of ten pieces, not counting the base and flying stand. Each of 
the ships had a visible mold line which ranged from barely visible and cleaning 
up in a matter of about 20-30 seconds to more significant and taking a couple 
of minutes to take care of. The other bits consist of what looks like a small 
secondary vessel (I freely admit 
that I know nothing of the Gaim 
in BS right now so I might be 
way off base with this assess- 
ment) that’s attached to the main 
ship, two fins that go on the op- 
posite side of the little “ship” and 
then six sets of small deck guns 
that glue onto the ship in various 
places. There are more of the 
circle and line symbols around 
the ship and it these ships just 
look very unique to me and I like 
them a bunch. 
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Last in the box is a single Gaim Shaakak | 


Queen Light Cruiser. It appears that I was 
mistaken when I said that all of the ships 
come with metal stands and flying bases 
as this one did not. It had the regular plas- 
tic one. I’m not sure if there’s a switch on 
at Mongoose to move the bases over to 
all-metal but it’s a change that I think 
would be great to do. 


This ship comes in thirteen parts and goes 
together in a similar fashion as the Gun- 
ships. Cleaning was also on the lighter side and was easily and pretty quickly 
taken care of. Assembly took a bit longer than an individual Gunship as there 
are more fins that go on this ship and some need to be held in place as the glue 
is setting. 


I was quite happy with this set even with some extra cleaning that was needed 
on some of the ships. They have a neat alien appearance to them and look like 
they will be easy and quick to paint. One or two colors and maybe a “dip and 
sling” and they will be ready to go. 


Review by Mark Theurer 


ARILLO DESIGN 
BUREAU, INC. 
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Squadron Box #11 Gorn 2nd Fleet 
4311 $34.95 


On to another sci-fi space ship combat game and another alien race we now 
move over to the Gor for Federation Commander. The Gorn are the lizard- 
like humanoids that you saw battling Captain Kirk back in old-school Star 
Trek and are my race of choice to build a complete fleet around. I'll still have 
Klingon and Federation ships to play with, but the lizards are the way to go for 
me. 


HFA040 
Palin, child 


‘White Metal’ 
from 
Mark 
Craggs 


HFW701 
Vile Vek 


HFP008 Ce 
gen (re | 7 ’ Mystic warrior kiddies 


armed with ninja-to... — uepos1 
Luke 


*. . ~'< Coming soon, 
we : Mystic warrior Libby 

HFP010 FA \y > to keep them in line . . . 
4 keep an eye on Kevs 


workbench as she is 
nearly finished! 


Each of the five ships in this large 
blister pack come as single piece 
models with a plastic flight stand 
and base. 


FEDERATION ty 
CO,MAA GANDER 


The Gorn ships all have a basic 
rounded, somewhat oval shape to 
the main part of the ship. It’s not 
quite saucer-like but almost egg- 
shaped and each ship has either one 
or two of these sections. Some 
other Gorn ships, not in this set, 
have three such sections. 


Cleaning on each of these consisted 
mostly of trimming away thin metal 
webbing from around the perimeter 
of each ship. All of it was pretty 
thin and each ship took maybe a 
minute or so of work before it was 
ready to be based and primed. 


You can go a couple of different ways with the Gorn ships. Well, actually you 
can go whatever way you want but most that I’ve seen are either in a grey- 
silver scheme like those seen above on the cover of the blister pack or in a 
green or red coloring that’s done in a way to make them look like they have 
scales. Both sound pretty good to me, but I’ve not decided yet which way to 
go and want to do my whole fleet in the same colors. Individually, each Gorn 
ship runs about $8.00 so there is a decent cost savings in buying the set and it 
also gets several ships into space all at once so you can fight engagements of 
various sizes right away. 


Reviews by Mark Theurer 


THG0005 Vampire Lord $7.50 
Sculpted by Kenneth 


INCI 


This is a resin model that comes in a total of six pieces 
not counting the square resin base that is also in- 
cluded. A nice feature to the model is that with the 
pieces they provide, you can build the model into two 
different configurations. In one stance, he is armed 
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with a sword and shield, while in r"7 

the other he holds out the severed 
head of some unlucky opponent 
instead of his shield. In both cases he 
goes together easily, with all the joints 
being flat face to face type joints. 
None of the pieces are delicate enough 
to be in danger of breaking easily, and ight © inch High Games P 

the detail is very intricate as well as ee 
distinct. All the pieces, with the possi- 

ble exception of the base, have posts 

and supports that are typical for resin 

models and will have to be removed 

and cleaned off. The list of pieces for 

the model include his sword (and right 

hand), shield, left arm (only used if the 

shield is to be used), left arm holding 

severed head (if used, the shield and other left arm are not needed), head, and torso. 
Except for the torso and the base, all the pieces come mounted on a common sprue. 
This is a very well sculpted and nicely flexible model that I can see a large variety of 
used for both in wargames as well as RPG games. 


t 


IHG0004 Wild Orcs with Command $20.00 
Sculpted by Kenneth 


In this set you get enough resin bits to put together ten orcs, including a leader and a 
musician. All of the parts are resin and come on the bases where they were cast. 
You’ll need some small snips to get the parts off of the sprue and then either a sharp 
craft knife to finish the cleaning process or a small file will do too. If you’re not ex- 
perienced with cleaning resin parts be extra careful because they will eventually break 
if you put too much pressure on them. The cleaning will take you a bit longer than if 
they were metal or plastic models, but the detail on each piece is excellent. With a 
steady hand and a bit of care you’ll do fine. You also get resin bases that are sculpted 
to depict dirt and rocks. 


Each orc is put together with seven parts (legs, torso, each arm, two hand options) and 
each figure turns out unique and they can be posed in a great variety of ways. A stan- 
dard wild orc trooper will end up carrying a spear that’s tipped with an edged stone 
head and a large oval shield. The musician will have two large bones for drumsticks 
and two drums about the size of some bongos. The standard bearer gets a nice large 


staff that’s adorned in several skulls including a cow skull at the 
top for his right arm and there’s a heavy stone club that you can 
put on his left arm. The leader’s head comes already attached to 
his torso and he has one very large tooth that’s coming out from 
his lower jaw. He carries two stone spiked clubs. The heads, 
except the leader, fits onto the upper torso at the neck and you 
can rotate the head to look in several different directions. All of 
the other parts come together easily at flat-flat joints. You can 
mix and match any of the weapons as you please to create an 
even greater variety of troops. 


At just two dollars per model this set is a great value. Sure, 
you’ll spend more time cleaning and assembling them when 
compared to metal minis, but you gain a lot of pose-ability and 
the unique nature of each model. All of the parts may intimidate 
a novice builder but assembly is really not any more involved 
than a multi-part plastic kit. The greatest increase in your time 
will come from cleaning and prep work. I like these guys quite a 
bit and the price can’t be beat. 


All Riahts Reserved 


Reviews by Clay Richmond and Mark Theurer 
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PRIVATEER PRESS 


PIP41039 Mariner Heavy Warjack $29.99 


The Mariner 
heavy 
Warjack that goes 
along with the new 
pirate miniatures for 
Warmachine. It 
comes in ten metal 
pieces along with a 
data card and large 
plastic base. Its 
somewhat bulbous 
appearance is similar 
to his smaller cousin, 
the Buccaneer, but 


is 
mercenary 


a 
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the Mariner is larger and has a more 
rounded appearance that really works 
well. Even though there are several 
pieces that go into the construction of the 
Mariner none of them are fiddly or small. 
The lower half of the model consists of 
two legs and what would be the pelvis of 
the ‘jack. These go together very easily 
because the joints where the legs fit onto 
the pelvis are notched to insure proper 
positioning. You can move them into an- 
other position if you like but you’ll need 
to do a little work to remove the notch but 
that’s not a tough thing to do. I like the 
level and lumbering look of the Mariner 
so I’ll leave him as is. There were some 
very small bits of flash on the legs but no 
mold lines. The upper part of the torso 
consists of three more pieces, the chest/ 
shoulders, the head and the steam vents. 
Like the lower half there were some bits 
of flash but I didn’t find any mold lines. 
All three pieces go together in just one 
combination so there’s really no way to 
do it wrong unless you just try to put it 
together incorrectly. Even though the top 
half is larger and broader than the lower 
part, which is pretty typical for lots of 
heavy ‘jacks, it seems a bit less so on the Mariner. 


He looks quite stocky from top to bottom. The right arm carries a boat anchor 
and this piece needed the most cleaning of any in the box. There was more 
flash here than other pieces and a few faint mold lines could be found. The 
chains that hold the anchor are heavy and well done and I also like the addition 
of the barnacles on the anchor itself. The left arm comes in two pieces, the 
arm and the cannon/hand. The Mariner carries a gun from a ship that has a 3” 
area of effect when fired. The cannon had very little flash but also had a faint 
mold line. There’s one more piece to attach to this guy before he’s ready to be 
primed and that’s a small treasure chest and two shells for the cannon that are 
all tied together and attaches to the back of the model. I liked the Buccaneer 
quite a bit but it was the Mariner that fully sold me on building a pirate force 
for Warmachine. I have a feeling that this ‘jack will paint up quickly and will 


hopefully prove to be effective on the battlefield. It will also make a wonder- 
ful golem in D&D for a spellcaster that might also be a pirate captain. 


PIP41043 Commodore Cannon and Crew $34.99 


To continue with the building of my pirates for Warmachine I have this large 
cannon to take a look at. It comes with three crewmen that are all single-piece 
models, each performing a different action. One is peering through a spyglass 
to find something to shoot at, one is ready to load a ball into the cannon and 
the third is ready to ram it all down there in preparation of blowing something 
to bits. the guy with the spyglass has one foot standing on top of a powder keg 
and is armed with just a small hand axe, and the cannon of course. He’s bald 
and sports a long-ish beard and the model has some nice added details like a 
flash hanging from his side and a powder horn. The guy that is carrying the 
cannonball has a headband that’s keeping his dreadlocks out of his face and is 
more muscled than the other two. A pistol is tucked into his belt in the small 
of his back. The last guy, with the ramrod, wears goggles and carries a knife 
and pistol. These three needed very minimal cleaning that was made up of a 
very few faint mold lines here and there. They were almost undetectable. 


The cannon comes in ten pieces and there’s also a separate piece that’s a neatly 
stacked batch of cannonballs that sits off to the side. The carriage is made up 
of four wheels, two axles and two braces, one on either side. Each part needed 
a little bit of cleaning but it went together pretty easily and was not fiddly. The 
cannon did have a slightly visible mold line and a few bits of flash here and 
there, but it comes to rest in the carriage just fine. The last part of the cannon 
are the skeletal remains of the Commodore that used to employ the pirate cap- 
tain Shea. It’s attached to a length of chain that circles the end of the cannon 
barrel. It was a clean casting that didn’t need too much prep work before as- 
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sembly and it did go together without much trouble at all. 
Applications for the cannon and crew outside of War- 
machine depend on what else you play. If your fantasy rpg 
includes any pirates at all then this would fit in perfectly. 


Reviews by Mark Theurer 


HFN002 Louise £3.00 
HFNO003 Felicity £3.00 
HFN004 Wolsey £3.00 
HEFN005 Barney £3.00 
Sculpted by Kev White 


This new group of civilians by Kev 
White bear a striking resemblance to a 
group of young ghost hunters and mys- ) 
tery investigators. Of course, they are | 
far enough removed from the originals 
that you can find on television to keep 
Kev out of litigation. Each are single 
piece models that come with a plastic 
slotta-base. I found no bits of flash 
that needed cleaning but a faint mold line could be found in various places on 
each of the four models. These cleaned up quickly with a sharp blade and they 
were all ready to be based and primed in just a few minutes. Louise is wearing 
glasses and carries a fairly large book. It would be great to paint up the cover 
of the book as if it’s the Necronomicon or some other nefarious tome. Felicity 
is standing with one hand on her hip and is in joes r 
kind of an “as if” pose. There are little bows on | 
her shoes and a thin scarf around her neck. Wol- |s3y Py 
sey is scratching his head and looks like quite 
the dim-witted slacker with hardly a thought in 
his head. His mop of hair and face is very nicely 
detailed. Barney is in more of a thoughtful pose 
with his right hand rubbing his chin. The only 
additional detail that I’d have liked to see on 


Get more time to play 


Barney is a zipper on his pants. Not 
that I’m studying the front of his pants 
or anything like that but it looks a bit 
bare. All four of these should paint up 
quickly and easily, especially if you 
use the colors that everyone is familiar 
with from their television sort-of- 
twins. None of the four carry any 
weapons, which is exactly what you’d 
expect from a group of nosey kids. 
Whether you need civilians in a game 
of Rezolution, heroes (or victims) for 
All Things Zombie, or even player 
character models in a game like Call of 
Cthulhu these guys and gals will do 
very well. 


HFA038 Bubba £3.50 
Sculpted by Kev White 


Continuing a bit with the not-versions of characters with Bubba. If you’ve 
seen the movie Bubba Ho-Tep or ever imagined The King carrying a guitar 
over one shoulder while holding a pistol in his right hand then this guys is right 

~ ia on target. Both arms 
are separate pieces that 
attach to the body at 
the shoulders via a flat- 
flat joint. Bubba is 
wearing a jumpsuit 
with a high, stiff collar 
=, and lots of jewels and 
-\ embroidered details. 
y There was a faint mold 
line down the outside 
of each side of the 
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model that you’ll need to be careful about removing because there’s some very 
nice detail that’s close to the line. His sideburns are very visible and the face is 
great. He is definitely on the pudgy side of the weight spectrum but it fits per- 
fectly with the character. I know that he will look great painted up wearing a 
white jumpsuit, but I don’t know if I can pull off that much white on a model 
and not have brushstrokes visible or have it look messy. Like the rest of the 
modern figures I’ve seen from Hasslefree this issue he’d be a great adventurer 
or survivor. I’d really like Kev to sculpt up a secret-agent not-Elvis next. 
Maybe carrying a couple of pistols gangsta-style or an assault rifle. Oh, a cou- 
ple of not-Elvi would be awesome! You could have one in a kung-fu pose, one 
with pistols, one with something else. Get to work Kev! 


HFA039 Rose £2.00 
Sculpted by Kev White 


Rose is a delicate little girl — 
that seems to be caught up in 
some sort of apocalyptic sce- + 
nario that requires her to wear 
a gas mask. She’s also wear- 
ing what looks like a school ¥ 
uniform that consists of a 
skirt, shirt, tie and jacket 
along with tall socks and sensible shoes. Her hair is tied in pig-tails which 
stick out from the straps of the gas mask. The gas mask is so out of place and 
looks a bit large on her small head that it’s just perfect. I mean that it’s perfect 
in that it’s completely unexpected to see her wearing such a thing. Of course, 
Kev has already sculpted little girls with assault rifles and rocket launchers so 
a precedent of out of place kiddies has already been set. She’s standing there 
with no weapons or equipment other than the gas mask that she’s wearing but 
there’s a sense of attitude to her that just oozes from the model. Like the gang 
of meddling kids above, Rose would do perfectly in a variety of games. 


HFW701 Vile Vek £ 3.00 
Sculpted by sculpted by Mark Craggs 


From the front this man might seem normal enough, 
but when you see what he’s holding behind his back 
that illusion will quickly be shattered! Vile Vek is 
hiding a very large syringe with a wickedly large 
needle, who knows what it could have inside? I like 
the pose of this miniature with the finger touching his 
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mouth and the brow slightly arched helping you to realize that he is in the process of 
hatching some kind of diabolical scheme to go along with that needle. There is not a 
lot of detail on this figure, which I think fits well for the clothing. I think a skilled 
painter could really have fun painting up some intricate patterns on the jacket. 
This figure comes in the blister in a single piece and amazingly clean. I think 
Vile Vek will find his way into a lot of different genres of games and tabletops. 


HFA040 Palin, Child Zombie Hunter £ 2.50 
Sculpted by Kev 
White 


Palin is a new kid in 
the growing line of 
Hasslefree child ad- 
venturers. You will 
notice right off that 
he’s ready for some 
action, as Palin is 
wielding a chainsaw 
that is almost as large 
as he is! Kev really did a wonderful job posing Palin because you really get a 
feel for the effort involved for Palin to swing that chainsaw in the width of his 
stance and the arch of his back. Palin is dressed in a coat, cap, cargo pants and 
boots which will fit perfectly for cold weather adventures or just trying to 
avoid some zombie bites. Palin comes in the blister as one piece and no effort 
was needed to clean him up for painting. I really like this one and I expect to 
see Palin knee splitting zombies on my tabletop very soon. 


HFW600 Chaos Dwarf £3.50 
Sculpted by Sjoerd Trouwee 


This stout little guy looks like he is 
not new to battle. His stance leads 
you to believe that he is in the midst 
of battle, and even if that was not the 
case, the fact that a piece of his hel- 
met has been broken off proves that if 
he is not in battle now, then it has not 
been long since he has. The model 
comes in two pieces and also has a 
round plastic slotta base. The largest 
of the two pieces is the torso, and the | 


second is the Dwarven war axe he carries. The Axe also has his left forearm 
and right hand as a part of it, and attaches to his body with small ball in socket 
joints. Being short and stocky, this guy has no problems with stability, and 
though the haft of the axe can be bent prior to assembly, it is plenty rigid after 
you glue him together. The name of the model is Chaos Dwarf, but he will do 
equally well as in the role of just about any sort of dwarf. The model itself is a 
clean model with only mild mold lines and not flash or other excess metal. 
This is a nice dwarf model and is versatile enough to fill a whole slew of roles. 


HFP008-HFP011 Hasslefree Mystic Warrior Kiddies 
Jen, Kieran, Megan and Luke £ 3.00 each 
Sculpted by Kev White 


Jen is the first of four figures 
in this series of Hasslefree | 
Pirates that also bear the 4 
names of the real-life Hassle- | __ 
free children. She stands in a| + 
very watchful pose as if pre- 
paring to make an important 
tactical decision. She is 
dressed in robes and her hair 
(that peeks out from under 
her hood) is wrapped in Leia-like buns, and she is carrying a short sword in her 
right hand. True to scale for a kid, this mini will fall just under shoulder height 
for most 28mm miniatures. Jenny is really a nicely sculpted figure and comes 
very clean in the blister. She should work great for a variety of modern adven- 
tures, but for me, I really see her and the other pirates manning a halfing sail- 
ing vessel! 


VOGUEEE Eee rreee sees 


Kieran is next in line in the Pirates kids of Hasslefree. Kieran is posed in a 
defensive stance that shields his sword from his opponents’ eyes. His head is 
almost completely hidden under his hood, but the part of his face that does 
show reveals a determined young man. He stands about the same height as the 
other child a 
figures.|. 
This figure |» 
is one piece 
and very 
clean com- 
ing out of 
the — pack- 
age. 


feisty one! She is holding 
her sword two-handed in a 
- low position, but all the 
| action is in her face. Her 
hood is tossed back to re- 
veal her hair in pigtails, 
her brows are arched and 
her mouth is open as if she 
is in the middle of a bar- 
baric yell. She is dressed 
in robes similar to Jenny. 
There was a little bit of a 
mold line to clean up, but 
still pretty clean for most 
miniatures on the market. 
Megan is another great 
sculpt and definitely an- 
other fun one to add to 
your collection. 


Luke is the fourth kid of 
the Hasslefree pirates and 
he’s certainly determined 
not to be the last. He is 
posed in a leaping stance, 
arms back and _— short 
v swords in each hand. This 
Exe is a really fantastic looking 

7 == sculpt with a lot of action 
———————— = M883 in such a little miniature. 


Kieran will make another fine adventurer for modern or fantasy settings. To give » Luke the leaping pose he is balanced on a small strip of metal that 
could be broken if not handled carefully, but I have a feeling that many paint- 
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Megan is the third of the Hasslefree Pirate kids, and by far appears to be the 
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ers will be using their artistic skills to camouflage and strengthen this anyway. 
Luke also sports a cape and hood that hides most of his face, which is formed 
into a yell much like Megan. This figure is really clean so not much prepara- 
tion will be required. Luke is another great sap and really rounds out the 
Hasslefree pirates. 


AFZ701 Zombie £ 2.50 
Sculpted by Mark Craggs 


This single-piece model is of a slightly | 
chewed up zombie that required nearly no| % 
cleanup at all. He was ready to base and 
prime in less than a minute. The Hasslefree 
website dubs him as a “generic” zombie and 
that’s an accurate description. He’s wearing 
pants that have been nicely shredded and 
exposing some flesh and bone, an open shirt 
and shoes. I like that he’s got his tongue 
drooping out of him mouth and one of his 
eye sockets looks a little off kilter like he took a shot to the head. He’s a good 
all-around zombie. The only thing about the zombie that I don’t like is that I 
didn’t get it painted in time for the All Things Zombie battle report in this is- 
sue of FR. 


HFW500 & HFW501 Agarix £3.50 
Sculpted by Russ Lockyer 


There are two figures in each of these two packages. They are all different 
poses of the same little creatures; with HFW500 having poses A & B, while 
HFW5S01 has poses C&D. All four models are three piece models and each 
comes with its own separate round plastic slotta base. The creatures are essen- 
tially large walking mushrooms with arms, at least t hey are large when com- 
pared to a normal mushroom. Both of their arms comes detached, and are 
glued on at the shoulder in slight ball in socket joints. The four arms that are 
supplied in each pack come mounted on a common sprue and comprises most 
of the cleanup work needed to assemble the model. The sprue of arms that 
comes with each pack are the same, so the difference between the two packs 
are in the stance of the main body, and even there the differences are fairly 
small, but significant enough to make them all look different. With the excep- 
tion of the removing the sprues, there is very little work needed to clean these 
guy up, and since there is no weapons or clothing to worry about, these guy 
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should paint up 
quickly and easily. 
I think these guys 
will make for a 
very interesting 
encounter that is | 
not your normal | | 
hack and slash en- 
counter. 


280615-0123 Combined Army Vector Operator 10,00€ 


This addition to my Combined Army comes with a standard sized round slotta- 
base and seven pieces. The largest piece is the back/shoulders that everything 
else is attached to. There were several bits of flash on this part but I found no 
visible mold lines. The head, a cool four-eyed affair with a bug-like quality to 
it, fits perfectly where it’s supposed to after some residual metal from the 


molding  proc- 
ess is removed 
from it. The 
arms have very 


small _ ball/ 
socket joints 
that fit them 


jinto place very 
nicely. The left 
(hand is empty 
while the right 
one carries a 
heavy machine- 
gun. There are 
M@ three parts that 
go into the assembly of the legs and you can assemble them one of two ways. 
You can put the legs together and then attach them to the upper torso or you 
can attach the left leg to the torso, then the right leg to the left and then finally 
put the codpiece into place. I’d say that the second option is the least fiddly 
and will dramatically reduce any assembly frustration that you might experi- 
ence and will also reduce the chances of you gluing yourself to the parts. In 
general, I like the model quite a bit. It has a good presence with a definite in- 
sectoid appearance and has a nice sense of motion, but I’m not crazy about the 
gun. Yes, I know that they are aliens and their HMG can look very different 
from what I might expect but this one looks a lot like a large flashlight to me. 
To me, you should look at a heavy machinegun and really not want to get shot 
by it. I’m going to do a conversion on the gun to make it a bit more dramatic 
but am certainly glad that my CA 
force is getting fleshed out some 
more. 


HOLOCARD Réf: 260615-0123 


Vector Operator 


Combined Army. We 


280222-0120 Kamau 7,00€ 


Here we have a new troop type 
for the PanOceania army and 
typical of the PanOceania army, 
he is armed with a Combi Rifle, 
but this particular version of the 
rifle has the nice addition of a 
Light grenade launcher mounted 
on it; you never know when you 
might need a little bit more bang 


HOLOCARD Réf: 260222-0120 


Kamau 


Combi Rifle, Light GL 
PanOceania 


for the buck to get you out of a scrape. As for the model itself, it comes in four 
pieces, and also has a round plastic slotta base included. The largest of the 
pieces is of course the torso, and then there is the right arm that carries the 
Combi Riffle, the right arm (which helps hold and steady his weapon), and a 
small antenna that attaches to the back of his helmet. All the joints are well 
formed ball and socket type joints, and the model goes together easily, fits to- 
gether nicely, and forms a very sturdy three point stance. The only piece that 
will take some care in handling is the antenna on the back of the helmet, but it 
is small so I’m thinking that as long as it is glued on well enough, the model 
will be more than hardy enough. The figure is simply full of excellent detail, 
but that is pretty much the norm for Infinity models. The stance is cool, and 
the balance is good, so all in all this is another great addition to the PanOceania 
army. 


280520-0122 Securitate 7,00€ 


This troop type is not a new type, but it is definitely the first of his type armed 
with a punishing HMG (plus this Securitate happens to be a guy). He comes in 
three different pieces not counting the round plastic slotta base which consist 
of the torso and the two arms. The big ole HMG is included with the right 
arm. This guy is very nicely sculpted, with plenty of distinct detail, and all the 
joints are well engineered ball in socket joints which do a good job in not only 
assisting how the model fits together, but also forms a very strong joint. The 
torso of this guy looks tall and slender and at first glance you might wonder at 
the fragility of the model, but this model is not at all delicate in any way. In 
fact even the arms form a three point structure, so this I’m guessing that you 
won’t have to worry about damaging this model in normal gaming. It is well 


HOLOCARD Ref: 260520-0122 


Securitate 


Nomads 


balanced and a model that really looks like he is out 
for blood, personally speaking, I think you can expect 
to see this guy in my army the next time I play with 
the Nomads. 


no cleaning needed on the heads, but 
there was a visible mold line on the 
bodies and on a few of the arms. 
Cleanup took about a minute per model. 
Since each arm is a separate piece you 
have lots of options when it comes to 
posing these guys and their arms are 
long like they should be for a chimp’s 
@ arms. I expect that these will paint up 
# quickly with just a few colors. For the 
two Soviet Guard you get three heads, 
) three sets of arms and two bodies. They 
carry a rifle and wear a long coat and 
since some of the arm combinations 


280421-0124 Ahl Fassed (Boarding Shotgun) 7,00€ 


This new Haqqislam miniature is for the Ahl Fassed 
regiment. The figure is carrying a very large shotgun 
that looks like it will put a lot of hurt on anyone that 
happens to find themselves on the “business” end of 
it! In addition, the figure is carrying a pistol hol- 
stered on their hip. Painted up this figure should look 
really nice as there are a lot of details to really make 
this figure stand out. Out of the blister this figure jy require you positioning one so it cradles 
comes in four pieces. The main piece has the legs their gun you’ll want to do a dry-fit first 
and torso, with the other pieces being the head and two arms. The main piece to make sure that you have the correct positioning in your head. The Psi- 
was very clean, but there will be some cleaning required on the rest of the Officer comes with seven arms to choose from and three possible heads to go 
pieces. Assembling this figure will require some thought because you have to along with his body. Even 
attach each arm to the shoulders, as well as attach the left wrist to the left hand though you’ll expect him to 
that’s attached to the shotgun (which is part of the right arm). The work will make use of his mental powers 
be worth it though because this figure does look really good with all the de- | you can choose from a pistol, a 
tails. grenade or a submachine-gun. 
The last guy is a Politruk, a 
Reviews by Mark Theurer, Clay Richmond and Rodney Forehand political officer, who has a 
choice of two different heads 
RUS003 Soviet Psi Starter and you can arm him with a 
Force $32.99 pistol or a grenade. He has a 
very distinctive head, both 
I’ve previously had a chance _ wear caps and one has a rather 
to check out some of the AE large nose while the other 
figures that came out before __ wears glasses. 
Retro Sci-Fi the game, which is reviewed 
later in this issue of FR, but I think that the defining feature 
here we get a look at one of the starter packs that can quickly get you auseable _on this group of models has to 
force in the game. The pack comes with stats for all seven of the figures in- be their faces. Each of them is 
cluded and you also get the stats for the German starter pack and a set of really well done and is very 
quick-start rules so you can get playing before you get through the whole rule expressive. Having multi-pose 
book. There are four humans and three Chumans (chimp-human hybrids) in models does add to your as- 
the pack and all of them are multi-piece models. For the Chumans you get sembly time but it also in- 
three bodies, four heads (two are the same) and four sets of arms. The heads creases your options to give 
are great! They have lots of character and are very well sculpted. There was your troops a look that’s a little 
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Look for the Formula P3 Hobby Center at your local hobby 
game store for an array of quality hobby tools and ‘ 
supplies. Get everything you need including Formula P3 | ; AP} 
glue, specially formulated Mixing Medium, modeling putty, Fre 


» and our innovative wet pallet 
| MODELING & PAINTING VOL:1 


THE FIRST IN A SERIES OF INSTRUCTIONAL COKE 
HOBBY DVDs FROM PRIVATEER PRESS. Oink) _ 


Perfect for beginners and experienced hobbyists alike, the Formula P3 Hobby Series DVDs take 
you step hy step through the fundamentals of both modeling and painting hobby miniatures. Soon 
you'll become a master of the hobby, and a eee to be reckoned with on the tabletop! 
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Formula P3 Hobby Series Val 1 
Core Techniques DVD 
PIP 93108 $25.99 MSRP 


“~*~ Look for the Formula P3 hobby tool rack at your store {p. 


and ask for the Formula P3 Hobby Series DVDs today. 


PRESS | WWW.PRIVATEERPRESS.COM 
Privateer Press, WARMACHINE®, HORDES, Formula P3, Formula P3 Hobby Series, and all related characters, images, warjacks, warbeasts, logos, and slogans are 
and/or © Privateer Press, Inc. 2001 - 2008 


different from your opponent. Also, it’s very nice to have extra weapon op- 
tions included in the pack to give you even more options. The whole set has 
lots of usability outside of AE-WWIL, especially if you’re playing a pulp-era 
rpg or even a Call of Cthulhu game set during WWII. Good stuff here! 


Reviews by Mark Theurer 


, — DAG3025Skarrd Raze #2 
Amv a ak ee $18.99 
DARKAGE 
This is a very large model, 
slightly bigger than a fantasy 
ogre, and comes in three 
pieces. Both arms comes as 
separate pieces and each had a 
few fairly faint mold lines that cleaned up easily. The buzz-saw blade had a 
few bits of flash that needed to be trimmed, but nothing excessive. Each arm 
fits well onto the body at the shoulders. The body is a large single piece that 
had a few faint mold lines and a few bits of flash down on his boots, but over- 
all the casting was quite clean. Assembly was very easy and after just a very 
few minutes of cleaning he was based and ready to be primed. Raze is posed 
as if he just took a big swing with his weapon and there's a definite sense of 
motion to the model that I like. His belt has some filigree sculpted on it but 
overall the model has large surfaces that will be easy to paint for a nov- 
ice. Raze is a unique model so you'll only need one in your Skarrd army. This 
version is in a much different pose than the original who is standing in a more 
"at attention" type of pose. The new one is also a dollar cheaper than the origi- 
nal sculpt. This is also the first Dark Age model that I've reviewed that comes 
with one of their new data cards. These are full color cards that show off a 
painted version of the model in question and all of the text is of a good size 
and is easy to read. It's larger than CCG size 
cards and comes in at about 4.5" tall by a little 
less than 3.5" wide so it won't fit into your 
regular card sleeves, but they are very nicely 
done and can be used to build your army with 
less time spent flipping through your rule- 
book. 
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DAG 3026 Skarrd Warhead #2 $19.99 


This is another new sculpt for an existing 
model, but Warhead is not unique so you can 


Nain) mix old and new models in your army. You're 
LEME allowed one Warhead per 1,000 points in your 

Prone army. The new version is larger (by about 
10mm) and costs seven dollars more than the 
original model. The new version is larger, is 
bulkier and is also (like Raze above) in more 
of an action pose. Warhead is rearing back to 
really lay into someone with his chain hal- 
berd. He needed a bit more cleaning than 
Raze. There were some slightly more visible 
mold lines on the halberd and a small metal 
web between his left arm and neck. The head 
fits right onto the next at a flat-on-flat joint and the arms only fit onto the body 
one way unless you want to get into serious conversion work. There are some 
added details on Warhead like trophy skulls and bones of victims. The more 
time I took to look over the model the more I realized that he could easily be 
converted to be a giant or some kind of ogre king in a fantasy game. All that 
would really be needed would be to do a pretty simple weapon swap to give 
him a maul or giant axe and you've got a guy to lay waste to fantasy adventur- 
ers with. I think he'd be marvelous as a hill giant or maybe even as a slightly 
short fire giant. He also comes with a new, good looking, data card. 


DAG1032 Forsaken Hephzibah $6.99 


This model is a three piece model and comes with one round plastic slotta 
base, and two different data cards (how cool it that!). One of the data cards is 
for the figure named on the blister (Hephzibah... I want to hear you say THAT 
ten times fast) and the other is for the Reaver which is the same thing as a 
Hephzibah, only not the one in charge (kind of like a sergeant vs. a corporal). 
Her torso is of course the largest of the three pieces, and the other two are her 
hands/weapons. Her left arm, holding the 
scabbard to her katana in the hand, attaches at 
the shoulder, and her right hand is holding the 
katana itself and attaches at the wrist. The 
two smaller pieces come attached on a com- 
mon sprue which turns out to be about the 
only excess metal that has to be cleaned off 
before assembly. Her stance is pretty cool as 
she is in the process of coming lightly over a 
half buried girder making for an out of the 
ordinary action pose, and still maintains a 
nicely rigid model. She is well balanced and 
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nor is she a fragile model. The detail on her is very finely done and you really 
have to get her under a magnifying glass to fully appreciate all the detail the 
sculptor has put into her. This model, though made for Dark Age, is more than 
worthy to be considered for use in other Sci-Fi or apocalyptic type games. 


DAG1039 Forsaken Deathstryke, Banger $6.99 


Now here is a new twist, one that I’m thinking 
most gamers are going to love. With the one 
figure supplied in this blister, you can assem- 
ble either of two different Forsaken minia- 
tures. There are two heads and a torso that 
come with the model, plus a round plastic 
slotta base. Not only that, but there are two 
data cards, one for a Deathstryke, and one for 
a Banger, so the way it really turns out is that 

there is one two piece model in the blister, but 

there is also an extra head, and an extra data 

card that comes with it; you just get to pick which piece it is that comes in the 
blister. The model itself is very well done with clear distinct detail, and lots of 
it, and there is little or no excess metal that needs to be cleared away. His 
stance is a one legged stance, but it is done is such a way as to still make the 
model sturdy, well balance, and very rigid so that it is not likely to bend unless 
you put some effort into it. Something that struck me about this model is that 
it is areally good looking figure with very nice detail, and one that could easily 
fit into a variety of different table top games beyond Dark Age, and with the 
choice of heads that you get, that statements carries even more weight. 


DAG2024 Dragyri Slave Taskmaster $5.99 


Here is a guy that can be a real slave driver 
(groan). He (she... it... who can tell) is a 
three piece model complete with a round plas- 
tic slotta base. The coiling whip and the left 
hand that holds it is one of the pieces, and 
then you have its head and torso that make up 
the other two pieces. The whip is very pli- 
able, and can be bent into any shape you like. 
Of course that means that you have to be very 
careful when you pack it up, or else it will 
bend into any shape it likes. The left wrist fits 
into a nice hollowed out joint, and the head 
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also fits on into a very solid ball in socket joint. The figure did have a few 
more excess metal tabs than I’m used to seeing on a Dark Age model (which in 
truth is still far fewer than what you might find on the models of some other 
manufacturers), but they were very easy to clean off and the mold lines where 
thin to none. The blister also comes with a Dark Age data card which lists his 
whip as a “Cat O’Nine Tails” (ouch) and has him down for a special ability 
that so many of our wives have and that’s “I’m the boss”. The model is well 
balanced, and looks to be a model that can be assembled and painted for the 
battlefield in fairly short order. He is also a model that could work well in a 
fantasy setting as well as in the world of Dark Age. 


Reviews by Mark Theurer and Clay Richmond 


3276 Harrix Fireblood $4.49 
Sculpted by Gene Van Horne 


Harrix is a two piece model 
with the second piece of the 
model being his left arm which 
looks like it is outstretched and 
in the process of conjuring up a 
spell that some poor sucker is probably not going to 
appreciate. The arm attaches just short of the el- 
bow with a very substantial ball in socket which 
should make for a great joint. His right hand is 
held low and behind his hip holding what looks like 
a fire spear (but I’m guessing that it is probably 
more of a Sorcerer’s staff), in a reverse grip. The 
staff/spear is long and slender, so it can be bent 
without too much effort and may have to be straight- 
ened coming out of the blister. One cool addition to the 
model, which by the way is thick with excellent detail, 
is a hand crossbow holstered on his hip and it even 
comes complete with a stash of quarrels. That is a 
nugget that is definitely not something you see eve- 
ryday. The model is very clean with about the only cleanup work required is 
the post that attaches the small left forearm piece to the metal base. Speaking 
of the base, is it a good sized base that will keep him from toppling, and it’s 
also textured for good measure. This is a nice model that would make an ex- 
cellent character figure in a RPG game. 


3280 Children of the Zodiac: Capricorn $6.99 
Sculpted by Patrick Keith 


This is a single-piece model that comes with 
a curved base that is meant to sit next to 
eleven other zodiac-themed models to form 
a large display of twelve characters. She is 
themed after Capricorn, a female sign, and 
the model is definitely female. Her bottom 
half has cloven, goat-like, hooves and looks 
like a satyr and her top half is of a bare- 
breasted woman that has small horns pro- 
truding from her head. She is playing a pan 
flute and has a few bracelets on each § 
arm. She carries no weapons or other equip- 
ment. The only mold lines that I found were 
on the inseam of her legs and these were very thin lines that cleaned up eas- 
ily. The sculpt is clean and smooth and nicely done. She would make an 
ideal musician in a wood elf army and I can even see her finding a home in a 
barbarian army like the Keltois of Confrontation and Ragnarok. I'll be adding 
her to my Reven army that contains a unit of Woodcutters (beastmen) and 
think that she'll fit in with the more bestial male models even though her head 
is more human than theirs. She might also fit in well as a bard player-character 
in a fantasy rpg or she could be part of a wilderness encounter where she lures 
in some hapless males that are about to be ambushed by other woodland crea- 
ture, but since she's going topless she might not be to everyone's taste. The 
base is really only useful if you are building a display that contains a group, or 
all, of the figures in this series. It's really not of any use to me but the figure 
itself has several uses. 


3282 Urich, Adventuring Fighter $5.99 
Sculpted by Tre Manor 


One of my favorite new, well less new 
now than before, sculptors has a new fig- 
ure for me to take a look at. Urich is a 
burly human fighter that has a sword and 
shield that come as separate pieces. They 
both attach easily to the body of the figure 
and both needed just a bit of clean- 
ing. Urich is in a fighting pose with his shield held out in front éf his body and 
the sword back and ready to swing. His arms are bulging with muscles and 


there's a determined expression on his face. Long, stringy hair is flowing 
down from under his helmet and you can make out the individual strands. He's 
wearing a mix of different types of armor and a flat-top helmet that has a pair 
of horns jutting out on the sides. Being an adventurer, Urich has a bunch of 
gear including several pouches, a scabbard, a bedroll, a short sword, and a 
length of coiled rope. He's definitely ready to head into a dungeon. He's in 
somewhat of a wide stance and I think that his base will just barely fit onto a 
1" square and if not there is a bit of the base that can be clipped off. Of course, 
if you're ok with the integrated base then you have no worries. The main body 
of the figure needed a bit of cleaning as there were some visible mold lines and 
a bit of extra metal on the horns, but it wasn't a big deal. I think that he'll make 
a great new fighter for 4th edition D&D, which is what I'll paint him up for, or 
any other fantasy rpg. 


3285 Dynis, Elf Thief $3.99 
Sculpted by Tre Manor 


This little lady looks like she might be 
quite the porcupine if you bump into her 
is a dark alley. She is a single piece 
model and has an attached metal base. 
The base is a bit narrow, and with her 
leaning slightly forward, she might be a 
good candidate to glue onto a secondary 
base to insure that she stays on her feet 
during play. Mold lines on her are slight and only show in a couple of places. 
I found no flash on her, but there where a couple of metal tabs at the tips of her 
weapons that were easy to clean off. Her weapons are not exactly fragile, but 
with them extended like they are, you might have to do some minor adjust- 
ments when you unpack her. I don’t think you should have any issues with her 
accidentally bending after that though. In her left hand she is swinging a large 
dagger, and her right she wields a sword (there is an empty scabbard on her 
back that is obviously for the sword). It doesn’t take a genius to see that she is 
an adventurer as her belt is absolutely full of pouches, potions, and who knows 
what else. I’d say that this figure was custom made for a character model in a 
fantasy RPG game. 


3286 Karl Oakbriar, Male Ranger $5.29 
Sculpted by Bob Ridolfi 


Karl is a ranger that takes after Strider from the Lord of the Rings. He is a sin- 
gle piece model and has a bit more metal to him than your average model. He 


is an ambidextrous fighter with a long 
sword in his right hand and a long knife 
(maybe a short sword) in his left. His 
hooded cloak and his weapons are what 
make me think of the famous Aragorn, but 
I think even the rest of his clothes and ar- 
mor fit as does the excellent facial features 
on this model. The detail on the sword is 
where he parts ways with that esteemed 
figure as this sword is definitely unique, 
S888 and very cool to boot. The figure will take 
a bit of work to clean off mold lines, but there is little or no other excess metal 
on him. His base is metal and is part of the model, but this is another model 
that I think I would mount onto a secondary base to make sure he stays on his 
feet should the table get bumped. The parts of this model that really stand out 
are his hands and face as in both of those areas the sculpting is simply excel- 
lent. In fact, overall, the proportions on his model just look right making you 
take a second look at the model and not knowing why. This is a very well 
done model that should easily find a place in most any fantasy table top game. 


3288 Marlaney, Elf Archer $3.99 
Sculpted by John Winter 

If I didn’t know better, I would think that Marlaney is not yet old enough to 
drive much less going to battle. I guess looking young must be a feature of 
being and Elf. She is a one piece model with an attached metal base. The base 
is very narrow, so she will fall over fairly easily, so I think I would rebase her 
to give her a bit more stability. The bottom of her 
bow is supported with a post that attaches to her 
base, so this needs to be cut away and cleaned off. 
There are also some minor mold lines, but besides 
that she is a pretty clean model. She is a tall thin 
girl so both she and her bow could be deformed 
with effort, but she is rigid enough to withstand 
shipping and normal use. Her stance is a typical 
stance for an archer in action, and she is not 
weighted down with too much gear as she only has 
her bow, a quiver of arrows on her hip, and a knife 
on her other hip. This model could be used as ei- 
ther a character in a RPG game, or a member of an 
archer troop in some Elven army 


3289 Ilana, Shaman $4.49 
Sculpted by Jeff Grace 


Ilana is billed as a shaman, but I think that she would 
do just fine in a role of almost any spellcaster. She 
does wear animal skin leggings and cloak, but also 
shows off a lot of flesh. You can see that her ears are 
not pointed nor are they hidden by her hairs so she's 
pretty clearly a human or half-elf. Her very long hair 
is braided into four thick braids but each one is de- 
tailed so you can see the different strands that make 
up each braid. She carries a large wooden staff in her 
right hand while pointing or casting a spell with her 
left. A sheathed knife is on her right thigh and there's also some pouches on 
her belt and left leg. Cleaning consisted of mold lines and flash, but none of it 
took more than a few minute to take care of. There are some fine details on the 
figure like thin arm bands and a a headdress that might be difficult for a novice 
painter to deal with. It's a nicely sculpted mini with clean lines. 


3290 Children of the Zodiac: Aquarius $6.99 
Sculpted by Patrick Keith 


This is an interesting collection that Reaper 
is coming out with (I think that this is the 
second in the series). It consists of a single 
piece model, and a base that I’m guessing 
that will fit into a large ring with all twelve 
models of the Zodiac. The base is larger 
than a standard base and has an indention 
that the base of the figure will fit into. The 
base also had the symbol for water em- 
bossed on the corner. The figure is of a 
woman carrying a water jar, marked with 
the same symbol, steadied on her shoulder. 
She is dressed typically and appears to have her hands full with that heavy 
looking jar. The model and base only have a few strands of excess metal to 
worry about, and the mold lines are both light and easy to remove. If used as a 
game model, she will have to use a different base, though she could be used 
without a base at all as long as the table was fairly steady. This is going to be 
an interesting collector’s series, and I’m looking forward to seeing the rest of 
them. 
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14465 Durin Pathfinder, Dwarf Sergeant $4.49 
Sculpted by Tom Mason 


Durin comes in three pieces with both of his hands 
separate from the rest of the body. I’m not sure if he’ll 
fit in with my Dark Dwarf Warlord army, but he’ll 
sure make an excellent dwarf fighter or ranger. He’s 
wearing heavy padded armor and carries a bunch of 
gear including a backpack, a flask and some pouches. 
He’s bearded, as you’d expect but it’s pretty trimmed 
as far as dwarves go. He’s also not really portly at all. 
In fact, he looks to be in pretty good shape. His hair is 
slicked back but is also shorter and not wild like on many other dwarf figures. 
There were visible mold lines on each of the three pieces but no flash. 


14466 Ranger, Elf Adept $4.49 
Sculpted by Gene Van Horne 


This Elf Ranger is a single piece model and 
comes with a square plastic slotta base and a 
Warlord Data card. I have to say that I’m 
thinking Gene had a lot of fun sculpting this 
guy. For one, he is so full of detail, that there is 
hardly a single space large than a baby pea 
without something on it. His gauntlets are in 
the shape of leaves, his bow is vine covered, 
and both his scabbard and quiver are about as 
ornate as they get. To add to the goodness of 
this model, there is no excess metal, or even 
mold lines on him. He is for all practical purposes ready to paint and field 
straight out of the blister. You just have to love that! He is in an archer stance 
where he has apparently just let an arrow fly, but as I hinted at above, he also 
has a sword and scabbard which are strapped to his back. He has a fur cape on, 
the interior of which is about the only unadorned area on the entire model. The 
figure is well balanced and has no places on it that are Gam 
easily damaged or bent through normal use. This is a|. 
very nice eye catching model that can be used in any fan- 
tasy game that includes elves. 
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14467 Gilam, Dwarf Mage $4.49 
Sculpted by Gene Van Horne 


We have an excellent dwarf spellcaster here. He 
comes with his left hand/staff as a separate piece but 
it attaches perfectly at the wrist. He’s carrying all 
sorts of extra bits of gear and is really nicely de- 
tailed. An eye patch over his right eye adds some 
extra character to the model and his staff is topped 
with a dragon’s head. He appears to be in the proc- 
ess of casting a spell and I plan of getting paint on 
him quickly for a D&D4 character. He did need more cleaning than a lot of 
other models in this batch but there were no defects on the model. Most of the 
cleaning was due to mold lines that were visible on both parts but there was 
also some flash here and there. 


Reviews by Mark Theurer and Clay Richmond 


N-517 Cougar 4x4 Vehicle $9.95 
Produced by GHQ 


Up for review is a package N-517 Cougars, a 1:285 scale model for Modern 
Micro Armour, from GHQ. The Cougar is a Canadian armored, reconnais- 
sance vehicle. As it came into use in 1980 it is right in the wheelhouse of 
Modern Micro Armour. Five models are included in this package. Surpris- 
ingly, there are three separate pieces to each figure: the wheel base, the body, 
and the turret. Every part is nicely cast. I found no mold lines. There were 
small bits of flash on the turrets and on the wheel bases. But, these tiny ex- 
cesses were easily removed by my thumb nail. Do be careful when removing 
the bits from the turrets. The gun is very flimsy due to its narrow gauge. 
Don’t accidentally take it off with the flash. Heck, at this scale everything can 
be fragile. There is an astonishing amount of detail on such a tiny model. You 
can een make out doors, windows, engine covers, spare tires, and side- 

— mounted storage bins. The retail price on the package of 
Cougars is $9.95. That’s two bucks a piece. Not a bad 
price in today’s economy. So, if you’re into modern warfare 
and feel an urge to field a Canadian peace keeping force, 
then these little guys will be happy to smoke out the opposi- 
tion for you. 


Review by Brian Ahrens 


| Army Building 


I’ve been a fan of Dark 
Age for a while now and 
have had a chance to play 
in a handful of demo 
games at conventions, 
but have thought that 
it’s high time that I put 
together an army of my own that I can use to lay claim to the blasted future. 


I’ve gone back and 
forth between the For- 
saken of St. Mark and 
the Brood and settled 
on the somewhat dis- 
turbing genetically ma- 
nipulated monstrosities 
of the Brood. Before 
delving into the build- 
ing of my army it 
would be good to go 
over what anyone 
would need to build a 
Dark Age army. First 
off are the books. If 
you’re building a 
Dragyri or the Chosen 
of St. Mark of the For- 
saken then you can 
make due with just the 
Dark Age Genesis rule- 
book. This combines 
all of the rules to the 
game along with army 
lists for both of these forces. Genesis will set you back $24.99 USD. If you’re 
more inclined to run the forces of Saint Mary (also Forsaken) or the Skarrd 
Cult of Toxin then you’ll need to pick up the Dark Age Exodus expansion that 
also retails for $24.99 USD. Dark Age Evolution, same price, has full army 
lists and background for the Brood and Saint John’s Forsaken army. There has 
also been recently released another Dark Age book called Essence. This con- 
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tains all of the rules of the game, but no army lists. It costs just a bit under 
twenty bucks and if you’re playing the Brood, St. Mary, Skarrd, or St. John 
you can save a few dollars by buying Essence (along with the book that con- 
tains your army lists) and skipping Genesis. 


Ok, so for me I’1l need either Genesis and Evolution or Essence and Evolution. 
I was attracted to the Brood for a couple of reasons. First, I liked the idea of 
having an army made up of nothing but large models. Actually, that’s not en- 
tirely true. There are two Brood models, the Puds and Broodlings, but more on 
them later. The rest of the Brood are all larger than regular human-sized mod- 
els and are all about the size of an ogre if we were talking about a fantasy 
game. Second, I just like the weird appearance of most of the models. Sure, 
there are some that I like more than others but the bizarre, almost alien, look of 
the army just did it for me. All of the armies in Dark Age have a look a bit 
outside the norm when compared to many other sci-fi games. Of course, being 
based on the artwork of Brom you would expect that, but these are all very 
unique. Here’s a simplistic description, more info can be found at the Dark 
Age website (www.dark-age.com). The Brood are genetic vat-grown night- 
mares, the Skarrd are cannibalistic raiders. The Dragyri are a large, almost 
dragon-like, race that is composed of mighty warriors and smaller human-sized 
slaves. Finally, there are the Forsaken that are human survivors that have 
adapted to their surroundings and are lead by men and women looked upon as 
Saints. Yes, there’s a lot more to each of their backgrounds, but you’ll want to 
check that our for yourself. Suffice it to say that I took the nasty monsters with 
chicken legs and bare breasts. You’ll see what I mean later on. 


You can build a Dark Age army in 
steps that allow you to get used to the 
game mechanics, become more profi- 
cient running more troops and get a 
force that’s large enough to take into a 
tournament and then finally expand 
up to a size about twice the tourna- 
ment size that you can play with for a 
couple of hours at a time. The first 
block that I’m going to build will be 
300 points. This is about what you 
would play with if you sat down with 
a Dark Age demo guy or girl, called 
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an Outcast, to lear the game. I can 
spend 300 points and not a single 
point more. I’m going to start off 
with Murtros. He’s a mutated combi- 
nation of two other Brood characters, 
Helexa and Mean Jellybean. I’ll look 
to add them to the mix a bit later. 
Right now, Murtros needs some back 
up. He is a unique model so I can 
only ever have just one in my army 
and sets me back 110 points so I’m 
left with just 190 to spend. I’m going 
to go with four Ratchet. These are 
hulking brutes that carry large clubs 
and are covered in chitin armor. They 
can be purchase in groups of 2-6 models and you can have an unlimited num- 
ber of squads of Ratchet in your army. At 45 points each they set me back 180 
of my 190 points. The last ten points for this block will be spent on a Bio-Gen 
for Murtros. These are special mutations or abilities that Brood characters are 
allowed to buy to customize them a bit. Murtros is allowed just one and I’m 
going to buy him Toxic Vapor. This allows him to secrete a cloud of noxious 
gas that negatively affects enemy models that he’s in base-to-base contact 
with. Since he’s a hand-to-hand combat kind of guy it’s right up his alley. At 
300 points I’m right on target and have five models to throw at my enemy. It’s 
an all close-combat force so I’Il have to take my chance with incoming enemy 
fire as I’m closing in on my targets but I really don’t have another choice at the 
moment. This first block would set you back $34.97, which really isn’t bad 
considering that it’s five large models with an average cost of just under $7.00 
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My next block, getting me up to 750 
points which is a standard tournament 
size army, will start off with Helexa. 
She’s another unique model and costs 
105 points. She’s not quite as strong 
or powerful as Murtros, but she gets 
to buy up to three Bio-Gens and can 
cause enemies to take several armor 
tests in hand-to-hand combat if she’s 
lucky. I’m going to forego buying her 
Bio-Gens right now and get more 
troops on the field with this block. 
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Three Sawblades will be next on the 
list and they cost 85 points each so 
that’s another 255 points used up. 
Sawblades are taller than Ratchets and 
carry a heavy shield and have one of 
their arms replaced with a large ser- 
rated sword. They are also bought in 
units of 2-6 models, but unlike the 
Ratchets, I’m only allowed one unit of 
these guys per every 1000 points in 
my army. Actually, you’re allowed 
one unit of Sawblades for every 1,000 
points or every portion of 1,000 
points. In a 750 point army, which is 
what I’m hitting with this block, I can 
take one unit. At 1500 points I could take two units of Sawblades. These guys 
have a special ability called Acid Blood which works like the Aliens from the 
movies of the same name. If they take damage acid spurts out onto their ene- 
mies who now might be damaged by it. For this block of 450 points I have 90 
points left and I’ll use that on a single Gazelle. Gazelles are bought as indi- 
viduals and you’re allowed one for every 500 points, or portion thereof, in 
your army. They can kick with one or both legs and have a very respectable 
movement of 7. My reference to chicken legs and bare breasts is realized in 
the Gazelle as you can pretty plainly see. This block consists of five more 
models and costs $52.96 which is a bit more than the previous group of five 
models and comes out to about $10.59 per model but the Sawblades are pretty 
hefty pieces. The Sawblades are sold in groups of two for $19.99 so I’ll be 
adding a single one to my next block of troops since I have to buy four to get 
three. Not having Bio-Gens for Hel- BROOD 
exa would probably hurt me in a 750 G 

: AZBLLE 
point tournament but I wanted to menap 
make sure that I get a decent number 
of models on the table because I’ll 
definitely take some incoming fire as 
I’m closing with the enemy and I 
want to make sure as many of my fig- 
ures get into hand-to-hand as possible. 
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My third and last block will get me up 
to 1250 points, which should keep me 
busy in a game for about two hours. 
There are two things I need to do right 


off the bat. First, I need to get Helexa her Bio-Gens. She gets three and I’ll 
start off with Toxic Vapor just like with Murtros. Since I want to keep her in 
the fight as long as possible I'l] add Improved Regeneration, but this one costs 
me two of her three slots. That’s 30 points spent on Helexa’s Bio-Gens. I then 
add my fourth Sawblade to the mix at a cost of 85 points. I have 385 points 
left to spend and want to broaden my troop selection a bit so I go with two Pud 
Throwers. These are ranged weapon fighters who fling angry little monsters = 
full of teeth at the enemy with a range of up to 40cm. I’m allowed one unit per pee fantasy to sci-fi, if you can dream 
1000 points and each unit must have between 2 and 6 models. After spending p, we can paint it! We have YE_AK 
this 170 points I have 215 left to spend and I want to get Mean Jellybean into 
the mix so I better pick him up now. He’s another mean motor-scooter like 
Murtros and gets up to two Bio-Gens. I was thinking of giving him Toxic Va- 
por, but went with Improved Regeneration to give here a better chance to stick 
around and put the hurt on his enemies. I have just 70 points left and I find 
myself in a dilemma. I can buy one of a few things but not two of anything 
unless I drop points elsewhere. As much as I want to keep the Improved Re- 
generation on Mean Jellybean I think that I’ll get rid of it to get 20 points back 
and then I’ll have enough to pick up two more Ratchets for 90 points. There 
are six models in this last block (actually there are 12 because I need to get a 
pack of six Puds to go along with the Pud Throwers) and it would set me back 
another $61.95 with an average cost of $5.16 per model but six of them are the 
Puds which are significantly smaller than the other models in the arm. 
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All told the army would cost $149.88 plus the cost of books. It’s built in de- 
cent sized blocks that can be purchased, build and painted in stages without too 
much trouble. Another reason that I went with the Brood is that every single 
model in the army above has some degree of regeneration. Each point of re- 
generation gives me a 50% chance to heal a wound and my guys range from a 
regeneration of 1 (Ratchet, Pud and 
Pad Thrower) all the way up to 3 for 
A 

ean Jellybean and Helexa. Another 
article in a future issue of FR will de- 
tail the painting of this army and then 
we'll get to see it in action in a battle 

report. See you then. 
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lay and have each had sev- 
eral Battleground decks for 
some time now so we de- 
cided it was past time for us 
to sit down for a game of this 
somewhat non-traditional 
miniatures game that doesn’t use miniatures. The Lizardmen army really sang 
to me when I had a chance to review them so they were my army of choice for 
this game. We decided to play a 2000 point army and play a six turn game. 
Ok, on to my army building and then we’ll be ready to play. 


LANTASMIMAREARES 


I knew that I wanted to take a Tyrannosaurus Rex in my army so I took him 
first and at 507 points he takes us more than 25% of my army. Putting that 
many points into one unit, and a truly brutal unit at that, is a risky endeavor but 
one that I’m willing to take just to get him on the table. The T-rex is an elite 
unit so I’m limited to one of each type for every 1000 points in my army. I 
could take a second one but I have a feeling that it wouldn't work out too well 
having more than half of my army tied up in just two units. I kind of started 
my army building backwards so I need to get back on track. You are required 
to have one core unit for every 500 points available to build your army so I 
need to buy at least four core units. I knew that the T-Rex soaked up plenty of 
my points so I went with four cheap units to balance my initial rather expen- 
sive purchase. Three units of Swarmling Warriors (141 points per unit of 
young lizard men warriors) and a single unit of Trog Warriors (218 points of 
beefier melee fighters) helped me meet my minimum requirements and spent 
just 641 points. Added to what has been spent on the T-Rex and I still have 
852 points left to spend. I went with a unit of Raptors (290 points of ve- 
lociraptor cavalry) and a single unit of Ancients (409 points for two large mon- 
sters that cause fear). That leaves me with 153 points and I could buy another 
cheap unit like the Swarmlings but I have not picked up any extra command 
cards so I’m going to blow 150 of what I have left on six extra command cards 
and that put my total army cost at 1997 points. 


Clay’s pre-game comments: 

I’ve been looking forward to learning and playing this game for a while, so I 
was excited about doing this battle report. Since neither Mark nor I have 
played before, we went for the standard scenario without using terrain. To de- 
termine the winner we would use the victory points found in the 2.2 Advanced 
Rulebook. 
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I had no idea which army to go with, so I figured I would go with something 
generic, and almost randomly picked the Elves of Ravenwood. After picking 
the army, I went through the cards and quickly realized that there were a lot of 
possibilities to experiment with, but 2000 points would not allow me to try out 
too many of them. Again, I decided on going with a generic army structure 
complete with frontline spearmen backed up by archers and swordsmen, then 
the generic makeup was completed with cavalry on both flanks. The one unit I 
fielded that I consider a true experiment was the Treant. This guy just looked 
like a tough dude and had the high cost to go with it. My final army list con- 
tained two units of Ravenwood Spearmen (230 points per unit), a single unit of 
Ravenwood Archers (234 points) and a unit of Ravenwood Swordsmen (207 
points). The cavalry units were made up of Stag Cavalry (271 points) and a 
unit of Centaurs (380 points) and then the Treant (444 points) finished things 
off and came to a grand total of 1996 points with no room left to buy any extra 
command cards. 


Initial Deployment: 

A standard scenario of Battleground: Fantasy Warfare is played on a field that 
is 2.5’ across by 3’ wide. Each player has a deployment zone that goes 7.5” 
deep onto each player’s side, but the corners of each deployment zone are off- 
limits to put your troops to start off the game. Normally, the army with the 
most units starts off deploying first with each player alternating putting a unit 
in their deployment zone. Since both Mark and Clay have seven units, we then 
look at the number of points spent on each army. Since Clay spent fewer 
points he gets to choose which player starts the unit deployment sequence and 
the player that placed the first unit get to choose who takes the first turn of the 
game. Clay, who spent one point less on his army, gets to choose who places 
his first unit in the deployment zone and he picks Mark. The final layout of all 
the units is shown on the map at the top of the next page. 


All units are given standing orders at the start of the game and this represents 
what they are told to do from the start of the game. This can be changed dur- 
ing the game but it might keep you from doing some other things with your 
units during a given turn. Mark made his standing orders easy by giving Close 
(C) to all his units. This means that his units will move at its maximum rate 
towards the nearest enemy unit. Close also allows you to fire ranged weapons 
if you have them, but there are none in the Lizardman army that’s hitting the 
table today so running forward and eating will be the orders of the day for the 
scaly warriors. 
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Clay Started with Range Attack (R) for the Centaurs and the Archers, and lim- 
its the Stag Cavalry advance to 3” (C3). The rest of the units where given 
standing orders of Close. 


Turn 1 

Mark decides to have Clay move first because he would like to deny him a turn 
of shooting because Clay’s units won’t be able to close the distance needed for 
a shooting attack on his own. Also, being the first turn, Clay gets zero com- 
mand points, so he does nothing more than move his army forward and is, of 
course, out of close combat range and predictably outside of missile range too 
so there is no combat yet. 


Mark then goes, and since he is second, he gets two command points which he 
expends on drawing two command cards that are added to his starting hand of 
six. Most of Mark’s army has a movement of 5” so it’s a steady advance for- 
ward towards the elves. The Raptors can move up to 6” per turn but the Trogs 
are limited to just 3.5” per turn so they will be bringing up the rear. I had 
thought about sending the Raptors up first to tie up one of Clay’s units but I 
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was unsure that they’d be able to survive on their own while waiting for 
backup. The resulting layout after turn one is shown above. In the maps that 
follow you can see where units ended the turn and also, as a faded representa- 
tion of their unit, where they began the turn. 


Turn 2 

Clay starts his next turn with four command points and decides to expend all 
four points on changing the standing orders on four units. The two spearmen 
units, the Stag Cavalry, and the Swordsmen are all changed to Hold (H), this 
makes the movement limited to the Treant and Centaurs who have to maneuver 
a bit to get into range. So Clay starts the battle with a couple of ranged attacks. 
First, the Centaurs launch a ranged attack against the nearest unit of Swarmling 
Warriors. The Centaurs have six attack dice and an offensive skill of 6. The 
Swarmlings have a defensive skill of 2 so that leaves Clay needing a 4 or less 
on 6d6 to hit. 
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They take a —1 to hit penalty due to the range, but still manages to score a hit. 


[oni [Power [Too [Mout [Tora [ Roti [Rest 
a 


C | Raptor 


Pato Both Swarmling units end up taking a single wound, which is not enough to 
force any morale checks. 


T-Rex 
MICH AC] rc [Cc] [cl The turn then shifts over to Mark who also gets four command points, which is 


what both players will now receive every turn for the rest of the game, and 
uses them to draw four more command cards. One of Mark’s Swarmling War- 
riors units declare a final rush against the Centaurs and the rest of his army 
against advances towards Clay’s lines. The Swarmlings conduct the first hand 
to hand combat. Mark plays a Strike command card which adds +1/+1/+0 to 
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i: Sexe his offense. This gives him one extra attack dice, adds one to his offensive 
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Clay scores three hits, but Mark plays Fumble as one of his command cards. 
This turns one of the hits into a miss, reducing the total number of hits to two 
and we now have to see if any of the hits cause damage. The Centaur’s power 
is 5 and the Swarmlings have a toughness of just one so Clay again needs to 
roll a 4 or less to be successful. 


Centaurs 5 3,6 1 wound 
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So, the Centaurs succeed in drawing first blood and Mark crosses off one of 
the green boxes on that particular unit of Swarmling Warriors. The Raven- 
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wood Archers then make their attack against the second unit of Swarmling CH | 
Warriors. 
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Result 


That’s a whopping five hits, but their chances of wounding are just 50%, which 
is better than it would normally be because they charged in this turn. 
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They do a good job in putting a pounding on the little lizard men and are able to 


strike back with an equal number of wounds caused. 
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Both the Centaurs and the Swarmlings are hurt badly enough to force them to 
take courage checks. Courage checks are taken by rolling 3d6 and needing to 
roll equal to or lower than the unit’s courage stat. The Centaurs have a courage 
of 13, and the Swarmlings have a courage of 11, but their blood frenzy gives 
them a +1 which raises it to 12. Clay and Mark roll three dice and both easily 
roll under their courage. 


Result 


3 wounds 


Turn 3 

Clay starts off turn 3 by having both his Treant and his Stag Cavalry conduct 
final rushes. The Treant goes after the T-Rex, and the Stag Cavalry goes after 
the Ancients, both happen to be Mark’s best units. The Swordsmen also take the 
opportunity to move forward to back up the Cavalry. The archers start things off 
by again letting loose on the same Swarmling Warriors that they fired at last 
time. 
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After the archers do their thing, the Centaurs continue their bloody fight 
with the Swarmlings, but now the Centaurs are in the yellow due to dam- 
age, so they get one less die. 
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Mark plays a Roll with the Blow command card, which changes the 4 to a5 
reducing the total numbers of hits to only one. 


Unit Tough 


Result 


2 hits 
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The Swarmlings, also in the yellow, strike back. 
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Next up is the Stag Cavalry against the Ancients. Clay plays “Aspect of the 
Bear” which adds to his offence +0/-1/+2 to help with getting through the An- 
cients toughness. 
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Mark now plays “Hardened” which adds 1 to his toughness. 
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Now it is the Ancients turn to retaliate. 
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Amazingly, the Ancients fail to hurt the Stag Cavalry. The last engagement of 
Clay’s turn is the big one. The Treant and the T-Rex go at it. 
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When the T-Rex strikes back, Mark plays “Force” (and discards two other 
command cards in order to play it for the T-Rex) which adds two to its power, 
Clay counters by playing Aspect of the Bear which adds to two his toughness 


but takes one away from his defense. 
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Since neither combatant was wound enough to put them in the yellow, no cour- 
age checks are needed, and Clay’s turn is over. 


Mark sends in the rest of his Swarmlings as they final rush Clay’s Spearmen. 
The other two unengaged units in his army advance, but don’t make it into 
combat. Mark once again uses his four command points to draw four com- 
mand cards. Five of each side’s seven units are now in combat. After drawing 
the cards, Mark plays regeneration and repairs two wounds on his Swarmling 
Warriors #1 which put them back into the green, and then they start Mark’s 
attack for this turn against Clay’s Centaurs. 
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This would put the Centaurs into the red zone, but before that happened, they 
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This was enough damage to force the Swarmlings to take a courage check as 
well as the Centaurs. Both however were able to easily pass their courage 
checks (the Swarmlings had both Blood Frenzy and Fury going which helped). 


Moving over to the next unit of Swarmlings, these being against the first unit 
of Ravenwood Spearmen, Mark plays a “Might” command card that adds to 
the Swarmlings offence +1/0/+1. They score three hits and two wounds on the 
Spearmen, who are wounded but still in the green. They strike back and man- 
age to get just one hit but it’s good for a wound and that’s enough to but the 
Swarmlings, already wounded from the archers, into the yellow and they are 
forced to take a courage check. They roll an 11 which is exactly what they 
need to pass. Finally, the third unit of Swarmlings attack and their one hit fails 
to wound. The lucky Spearmen try to take advantage of that and score four 
hits. The Spearmen get to roll extra dice when they roll ones due to their nets, 
but their extra rolls don’t do them any good this time, but they still manage to 
cause three wounds. 


Not having very much luck with these Swarmlings, Mark moves on to the An- 
cients, and Mark plays “Sudden Strike” which add +1/+1/0 to his offence. 
Tow hits and two wounds are scored on the Stag Cavalry who hit back with a 
whopping seven hits (uh oh!) but cause a piddly single wound on the rather 
tough Ancients. Both units are wounded but neither is hurt enough to force 
courage checks. 


Finally the T-Rex takes its turn against the Treant, Mark throws down a 
“Force” card that adds two to the power of the hit (to do this for the T-Rex, 
Mark is forced to discard two more command cards). The big dino chomps 
down on the Treant for 3 hits and two wounds. The mighty oak swings back 
and connects twice but for just a single wound. Again, both units are 
wounded, but not enough to force courage checks, and this ends Marks turn, 
and turn 3 is over. 


Turn 4 

This time, Clay uses all four command points to draw four command cards. 
AS for movement, the only movement in Clay’s army is the Swordsmen, the 
only unit of Clay’s that is not fighting, who sidestepped to the right. After that, 
the fighting starts again beginning with the Archers who target the same 
Swarmlings they have been after the entire game. Three arrows find their tar- 
gets and two piece the hide of the Swarmlings. 


The Swarmlings are hurt, but still standing, so the Centaurs go next against 
another set of Swarmlings. The Centaurs are in the red, so they fight with two 


LR} 


Next Mark tries out his Ancients against the fresh Swordsmen. Mark needs a 
2— to hit and just manages to hit once but it’s almost impossible for him not to 
wound so he starts to take small chunks out of the Swordsmen. The Swords- 
men try to get in some licks of their own and manage to do a single wound to 
the Ancients. The Swordsmen seem to have the opposite problem, but in this 
case it all come out in the wash, and the two units end up giving each other a 
single wound. 


The final units for Mark are both attacking the Centaurs, getting pinching bo- 
nuses and the Trogs getting flanking bonuses. The Trogs really lay into the 
Centaurs with five hits and two wounds, which is enough to finish them off, 
but before they are removed they choose to strike at the heavily damaged 
Swarmlings who have just a single wound left. Two hits and one wound finish 
them off and we move on to the start of the next turn. 


Turn 5 
Clay started the turn by using one of his command points to change standing 
orders for the unengaged spearmen to close, or “C”. The other three he used to 


draw command cards. The Spearmen whose orders where changed conducted 
the only movement in the army by final rushing the Raptor pack on the flank. 
But before they struck, first the archers made their attack, and they chose to 
attack the same unit of Raptors. They hit three times but all three bounce off 
of the tough hide of the dinosaurs. Since the archers fail in doing any damage 
to the Raptors the spearmen step up next to see what they can do. They get 
both the flanking bonus as well as the final rush bonuses. Impressively, they 
score four hits and three wounds which leaves them hurt, but still standing for 
now. The Raptors take their attack and go against the Spearmen to their front, 
scoring one hit but no wounds. The other unit of Spearmen go next and score 
a whopping eight hits and eight wounds (holy crap!) and just decimate the 
Raptors. 


Next up are Clay’s Swordsmen which take their shots at the Ancients. They 
are able to connect with three hits but their attacks prove fruitless as they are 
unable to penetrate the scaly hide of the Ancients who try to capitalize on the 
feeble attack that was directed towards them but they prove just as inept and 
cannot even manage to connect once against the Swordsmen. 


less dice than normal and manage just two hits, but luckily for Clay both cause 
wounds. These Swarmlings are also badly hurt, and barely hanging on, but 
they still are quite not dead and they take their return attack, but they also get 
fewer attack dice for being in the red, but they also have fury and blood frenzy 
going for them so that helps out. Things look promising when they score three 
hits but all fail to wound. The Swarmlings fail to hurt the Centaurs, and are 
forces to take another courage test. They roll a 12 which barely passes (only 
thanks to the Blood frenzy and fury), but that is all it takes. 


Next up are the first unit of Spearmen against the second unit of Swarmlings. 
Clay play the command card “Accuracy” which modifies his offense by +0/+2/ 
+0. The Speamen tee off on the Swarmlings and poke them for five hits and 
three wounds. Even this harsh blow is not enough to quite finish off the 
Swarmlings. Before taking their next courage test, they take a last desperate 
attack. Two hits and a single wound is the result and at least the Swarmlings 
got in a blow before taking their courage test. The Swarmlings roll 13 for their 
test, which fails and they turn to run giving the Spearmen a free attack, which 
is more then enough to destroy what was left of the Swarmlings. Clay scores 
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the first kill of the game. 


So, the next unit of Spearmen go and attack the next and last unit of Swarm- 
lings. Two hits and two wounds is enough to force a courage test for the 
Swarmlings, but first they take their attack. Three hits and zero wounds start 
the downhill trend for this unit which ends when they take, and fail, their cour- 
age roll when the dice come up with 14! When they turn to run, these Spear- 
men also take their free attack. The Spearmen really put it to the Swarmlings 
and cause six wounds. This is more than enough to wipe out these Swarmlings 
as well. 


Moving on to the more expensive units, the Stag Cavalry fights against the 
Ancients. Clay play a “Hardened” command card which adds one to the 
toughness of the Stag Cavalry. Seven hits make Mark sweat for a minute but 
zero wounds lets him breathe a sigh of relief as the Ancients brush the dust off 
their chests and retaliate. They smash the Stag Cavalry for three hits and two 
wounds. This time it’s Clay’s turn to take a courage test. This must be the 
turn for failed courage tests, because they too fail and turn to flee giving the 
Ancients their free attack. The inspired Ancients hit three times and each hit 
causes a wound which is enough damage to take destroy the Stag Cavalry, so 
they too go the way of the Swarmlings. 


The battle line is changing dramatically. Finally, the Treant goes against the 
T-Rex, and Clay plays a “Force” Command card giving the Treant a +2 to it’s 
power. Unfortunately it rolled a handful of 6’s and just a single 1 when trying 
to hit (he needed 5— to hit) but did manage to wound the terrible lizard once. 
The single wound was less than Clay was hoping for, especially seeing that the 
T-Rex got to still swing back. It hit the Treant three times but wounded it just 
once too. The Treant is in the red zone, so the single wound forces a bravery 
test. Clay rolls an 8 which passes the test with plenty to spare. 


Mark now takes his fourth turn. For his four command points, he draws four 
command cards and gets right to the action. Mark’s Trog Warriors and his 
Raptor Pack finally get into the battle by final rushing Clay’s Centaurs and 
Spearmen respectively. The Ancients also move in and attack the Ravenwood 
Swordsmen forcing them into the battle for the first time. Mark decides to 
start the fighting in the center this time and chooses for the Raptor pack to be 
the first to fight. He plays “Strike” modifying his offence by +1/+1/0. The 
Raptors hit four times and cause three wounds and the Spearmen return the 
favor causing three wounds of their own. Neither unit is wounded enough to 
force a bravery test, though. 


The final pair up for Clay is his Treant against Mark’s T-Rex. The two giants 
each knock the other around for two wounds. The wounds are starting to add 
up on the T-Rex., but they are adding up faster on the Treant. The two wounds 
on the Treant turned into a single wound when “fumble” turning one of Mark’s 
rolls into a 6, but the Treant is still forced to take a courage test, but rolls a 
1,1,4 so he stays the course. Thus ends Clay’s turn, and Mark starts up the 
machine for what he hopes is a turn of butt-kicking.. 


Mark has very little movement, and can only move the Trog Warriors towards 
the action, but don’t go far enough to get into it. Mark uses all his command 
point for cards. He only has two combats this turn, and start off with the T- 
Rex. The two heavy hitters trade single wounds and the Treant must again 
take a courage test. Clay blows this one and the when the Treant turns his 
back on the T-Rex he gets smacked around for three more wounds. The Treant 
has nearly been taken out, but he still has a little life left in him. 


The last fight for this turn is between the Ancients and the Swordsmen. With 
four hits and four wounds from the Ancients the Swordsmen really take a beat- 
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ing and will need to take a courage test, but they take their swings back first. 
They do very poorly, scoring no hits at all, so Clay plays a command card that 
allows him to re-roll and this time he does better. Five hits give him some 
hope but causing just a single wound robs him of that hope. Well, one wound 
is better than nothing. The Swordsmen, like the Treant before them, blow the 
courage test and they turn to flee giving the Ancients another go at it. Three 
more wounds are done as the Ancients kill Swordsmen as the turn to run. Un- 
fortunately, they are not quite killed off and we move to the next, and final, 
turn of the game. 


Turn 6 
Clay uses his four command point to Rally his two fleeing units, change the 
“Hold” on the Spearmen to “Close” and to draw one card. For movement, one 
unit of Spearmen does and about face to take on the Trog Warriors while the 
other unit wheels and goes after the flank of the Ancients, but they don’t quite 
make it. 


The Archers start things off by taking a shot at the oncoming Trog Warriors. 
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They score three hits and two wounds, but that’s it. 


Since neither unit of Spearmen were able to get into combat, the next unit up 
are the badly damaged Swordsmen. Clay scores two hits with the Swordsmen 
but Mark forces him to re-roll by using a command card. The next time 
around things don’t go very well and no damage is done to the Ancients. The 
Ancients now take their shot and cause a single wound to the Swordsmen, but 
Clay has a command card up his sleeve too and plays “Roll with the Blow” 
which changes the damage roll to a six, causing no damage. 


The final combat for Clay’s final turn will be between the Treant and the T- 
Rex. The Treant manages to cause a wound to the T-Rex, who will now have 
to take a courage test after the combat has been resolved. Four wounds are 
done to the Treant, which is more than enough to finish it off, but Mark still 
has to take a courage roll. In a strange twist, the T-Rex fails his courage test, 
so even though he won the combat, he turns to flee. And with that, Clay’s turn 
is over and Mark takes over. 


With Mark’s command points, he uses two to rally the T-Rex, and the other 
two to draw command cards. The only movement for Mark is with his Trog 
Warriors which conducts a final rush on the nearest Spearmen. 


Mark starts things off with his Ancients, and helps them out by playing sudden 
strike which modifies his offense +1/+1/0. The Ancients score only one 
wound, but that is enough to finish off the Swordsmen, but they get in their 
final attack before falling to the ground. Unfortunately, not for the Ancients, 
they hit just once and fail to wound. 


The last combat is between he Spearman and the Trog Warriors. They trade 
single wounds but it’s enough to cause the Spearmen to take a courage test. 
They pass and the game is over. 


Time to total up victory points. You score, according to the 2.2 version of the 
Advanced Rulebook... 

Points equal to the value of units that you destroy 

Points equal to 3/4 of the value of enemy units that you rout 

Points equal to 1/2 of the value of enemy units that are “in the red” 
Points equal to 1/4 of the value of enemy units that are “in the yellow” 
10 Points for each of your units that are undamaged 

250 points if you have one or more unit in the enemy deployment zone 
100 points per quarter of the battlefield that you control 
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Final Points 


pes [s es 


Mark wins the game by a decent margin. The “control of quarters” points are 
awarded if you have at least one unit and no enemy units in a quarter of the 
battlefield or being the last player to occupy a quarter. Since I advanced across 
the field to meet Clay that left my two quarters in my control (200 points 
awarded to me) at the end of the game and his two quarters were occupied by 
both of us so no points were awarded for those. 


Final Thoughts 
Clay 


I have been wondering for a long time how this game would play, and I am 
really glad that we finally tried it. This is a game that is much cheaper to get 


28mm scale 
detailed fantasy 
& sci-fi 
figures 


dats 


into that your normal miniature wargame, and yet it still retains many of the 
points that make miniature gaming enjoyable. The game was very easy to un- 
derstand and to quickly start playing, and by the end of the game Mark and I 
had the game system down really well, and because of this, the flow of the 
game was faster than your normal game. The huge variety of troop types, even 
within each army, nearly guarantees that you will never have two games that 
are the same. All in all I think the game concentrates on maneuvering and the 
strategic aspect of miniature gaming, something I am anxious to test out more 
by adding terrain features to the board the next time we play. In this particular 
game we simple pounded into each other, but even then, with what little ma- 
neuvering we did, I could see the real potential in this game becoming a game 
of maneuver and strategy, possibly more so than most miniature wargames of 
this genre. I really enjoyed the game and look forward to another go at it. 


Mark 

Wow, that was really a lot of fun and not just because I won! Of course, win- 
ning doesn’t suck, but I found Battleground: Fantasy Warfare to nicely scratch 
an itch for dropping large numbers of units on the board and slogging it out 
without having to actually build and paint tons of figures. I’d agree with Clay 
that maneuvering is highly important and setting up proper charges and having 
back-up units in place to really break the back of enemy units that might be 
ready to fold. 
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Meet the HF gang 


-..well some of them anyway as 
we have too many to show them all 
here ! .. so many figures, 
so little space! 


nice people, 
cool toys & 
ha «6._:s great service, 
_ why not go 
take 
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I also really like the rather small playing space that the game takes up. Now, I 
have nothing against (actually I rather like) seeing massed ranks of beautifully 
painted ranks of miniatures but the set-up and tear-down for Battleground 
probably takes as long as just unpacking a case of miniatures for a regular 
miniature game. Battleground isn’t really a miniature game, it’s not really a 
card game and it’s also not really a board game. It’s a hybrid of all three and 
one that I am really fond of. We’ll have to play again soon and drop some ter- 
rain on the board and maybe even try my hand at another army. Good stuff 
here! Check it out if you haven't already. 


Played and written by Clay Richmond and Mark Theurer 


er Ny | Our second battle report for this issue we get into a bit The board we played on was a total of 56”x70” and the setting was a down- 

eM {bs of modern mayhem with All Things Zombie. It will town area with a river running down the center. There are no bridges that span 
@ 8 9 Gees be the first time playing for me and Clay but we’re _ the river, but there are two places where the roads end at the remains of 

a de going to get some back-up from Rodney who’s played _ bridges making jumping the river in a speeding vehicle possible. There are 

ees 2 few other Two-Hour-Wargames games. In this also a couple of boats parked on the river for anyone that does not want to risk 
All THINGS game we’ll have three groups of survivors, each with the jump. The starting teams were: 

a mission, and the zombies will be played in sort of 

ZOMBIE npc fashion. Team 1 — Survivors — played by Clay 


ore 


A 


All three of us will be in the town of Pleasantville 
about a year after the zombie outbreak. We’ll each 
have a vehicle and the board will start void of any un- 
dead. We managed to sneak into town undetected but that probably won’t last 
for long. Before the game I wrote up three different groups of survivors and 
we assigned weapons to them to be as close to what the miniatures was holding Chasse and Pistol 

as possible and randomly generated an attribute for each after we picked which eee 
group we wanted to play. Each group has a specific person, or persons, that 
they are trying to rescue. You can only find them by exploring buildings and 

that’s also a great way to unleash loads of walking, rotting flesh onto the | Mission | FindandsaveColonel Marbles 
board. We ruled that if you found someone that an opponent was looking for 
they would stay in place and wait for their intended rescuer and you could not 
eliminate them either. Yeah, that seems kind of odd because if I was waiting 
to be rescued from a zombie-infested town I’d probably go with the first group 
that came in the door that didn’t want to eat me, but we went with it to keep 
the game from degenerating into trying to kill survivors that are waiting for 
rescue. In addition to the three groups that are waiting for rescue we ruled that 
there would be just one other possible group of non-zombies that could be dis- 
covered and if we found them we would use the rules in the book to see how 
the encounter went. Then, before the first turn of the game we determined a 
random starting position for each of the player’s groups. We could not start | 
inside buildings and had to immediately state if our vehicle was running or not. | 
Since these are vehicles that we started with they had enough gas for the whole 
game, except for the police van which you’ll see in just a minute. Vehicles | 
that are already on the board are inoperable, but the boats can be used. The tug © 
boat starts on a roll of 1-3 on a d6, attracts zombies just like a car, and hasa6” | 
move. The rowboat has no motor, attracts no zombies on its own, and has a 
move of 2”. You can fit as many figures onto a boat as will fit. Ok, on to the 
groups of survivors and deployment. 


Team 2 - Cops, played by Rodney 


eee ee 
Asp(1HD Bludgeon), Shotgun and Pistol 
Drunkard - Okay | Asp(1HD Bludgeon), Shotgun and Pistol 


Asp(1HD Bludgeon), Carbine and Pistol 
Vehicle Emergency Response Vehicle [Runs out of gas on a 5-6 rolled 
each turn, room for 12 total, attracts +d3 extra zombies] 


| Mission Find and save the lost kids 


Team 3 - Gang Bangers, played by Mark 


[Sane [Rep [Special [Waren 
Submachine Gun 


Q-Bert 4 Poser Big Ass Pistol 


Crowbar (IHD Bludgeon) and Pistol ee Si fe ) Se E 


Drunkard - Okay 


‘| The SURVIVORS started the game in the center of the Eastern 
_ board edge with their van turned off and parked by the road. The 
COPS also started with their van off, but they were on the other 
side of the river in the Southwest corner of the board. The GANG 
BANGERS, as luck would have it, started on the same side of the 
river as the COPS, but at least they were in the Northwest corner of 
the board. Unlike the other two groups, the GANG BANGERS 
start off in their sedan, idling on the road. And thus the game be- 
gins. On the next page you can see a full view of the table before 
all hell breaks loose. It’s actually two pictures that were edited to- 
gether so please forgive the slight deformation. 
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The Gang Bangers and Survivors tie and don’t get to 

do anything. The Zombies would get to go, but so 

far they have not yet arrived, so the only folks that 

get to move are the Cops. Rodney activates the 

group, and they try to pull off a fast move but fail 

badly so they only get to move the normal 8” and 

head towards the nearest building. No shots are fired, 

and no doors opened, so the only thing that might 

attract zombies is the idling engine of the car the 

Gang Bangers are sitting in. Luck is with them and only a single zombie is 
roused from its undead sleep. 
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Turn 2 This time it is the Zombies that 
get to go while everyone else 


| Team =| Roll | stands and watches. The single 

Gang Bangers | 6 | zombie on the board shambles 

towards the Gang Bangers sitting 

in the car. Luckily no more 

zombies arrive so the one lonely 

7 |zombie remains as the only zom- 
bie on the board. 


Turn 3 This time, no one gets to go be- 
cause everyone was tied with at 


[ream [Ral . 
least one other group on the ini- 


Gang Bangers 2 Itiative roll, but we still need to zombie game. In a normal game of ATZ you would start with some zombies 
eee ceed already on the board but we decided to start with the board empty. Several 


; roll to see if any more zombies 
| Survivors | 6 | ape atepseted 46 actor ar the zombies are attracted by the running engine of the Gang Banger’s car, who 


Cops | 6 car, but once again we get Incky 5¢e™ content to sit there in the middle of the street and look cool. 


and no more come out to play so 


the turn is a complete bust. 


Its turn four and still the Gang Bangers don’t get to 


[Team | Roll | go. The zombie charges the car and attacks the driver \ 
who happens to be Vincent, the leader of the Gang 


Bangers. Vincent, being a brawler, beats back the 
zombie and pops it in the head with his Big Ass Pistol. 

The zombie goes down and gets recycled into the pile 
of 55 zombies that were prepared for the game. A 
good chunk of the zombies used today are of the Hor- 
rorclix variety that were popped off of their bases and 
re-based on standard round plastic bases. The Survivors get to go for the first 
time and the first thing they do is go to the nearby lawyer’s officer and open 
the door to check inside. Mary is the one that pulls the door open and quickly 
sees that it was a mistake as four zombies pour out. Luckily, none of the survi- 
vors are taken by surprise, and Shaun even gets off a shot with his Shotgun and 
blows away the zombie coming for him. The other three survivors are en- 
gaged. Diane and Mary fail to hit their zombies, but at least they also avoid 
getting hit themselves. Ed however, tees up on his zombie and whacks its 
brains all over the street with his golf club. The noise of the chainsaw that 
Mary is using succeeds in attracting four more zombies, and the Gang Bangers 
car finally seems to have aroused the nearby zombies as a whopping six more 
show up walking towards their car. The table is finally starting to look like a 


This time the Gang Bangers finally get to go, 
followed by the 
Cops. And even bet- 
ter, the zombies don’t 


| Gang Bangers | 2 | get to go! The Gang 
Savivors ray Bangers decide that 
now might be a good 

ie ial time to get out of 
there since it is start- 
ing to get crowded 
and they punch the accelerator. They hit a 
,zombie knocking it to the side and continue 
ythe straight shot towards the missing bridge, 
shit the ramp and go airborne. At least they 
can’t get attacked while in the air. Even as 
: ) they fly through the air, four more zombies 
‘ show up attracted to its noise. Luckily, all of 


Zombies 


them are far behind the Gangsters. Next the Cops go, and they try to fast move 
again and this time all but one of them succeeds. They open the door to the 


garage ready for anything, and as luck would have it, they actually find Colo- 
nel Marbles. He is non-threatening, but saving him is also the mission of the 
Survivors and not theirs, so they leave him and move on. 


on a roll as they get to 
go again, but this time 
they are followed by 
the survivors instead of 
the Cops. And again 
the zombies don’t get to go! The Gang Bangers car land hard on the other side 
of the river and they lose control. They swerve to the right and crash into the 
comer of a building. Three of the five occupants are badly wounded in the 
crash as they are even - 

ejected from the car. They 
are far too cool to wear 
seat-belts! Only Vincent 
and Weezie are well enough 
to exit the car. They do 
notice however that the last 
sounds of the doomed car 
have attracted three more 
zombies. The Survivors, 
now outnumbering the zom- 
bies that are right by them, 
attack the two remaining 
zombies in their midst and |} 
manage to drop them both 
in melee, but Mary’s Chain- |} 
saw manages to roust out 
three more. 


The gang Bangers score again and are the only ones that get to go this turn. 


ka 


Vincent and Weezie spend the time checking on their 
wounded comrades and their messed up car. They 
decide there are having a bad day when they find out 
that not only is the car dead, but so are Sol (their 
medic as fate would have it) and Lincoln. Only Q-bert 
is left unchecked for the time being. 


This turn is a bit more active as everyone gets to go except the survivors, who 
only get to watch as the zombies close in on their position from three sides. 
The Cops move away from the garage with Colonel Marbles in it, and into the 
alley looking for the front door of the building next door. Perhaps the lost kids 
they are looking for are in there. Meanwhile, Weezie checks out Q-bert and 
finds that that he too is history. She and Vincent are alone. The zombies they 
left on the other side of the river are numerous and milling around since they 
will not jump in the water (too bad). Unfortunately for the Cops, it’s only a 
matter of time before the mob of zombies become interested in them instead. 
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The survivors, having 
=—Ssat out the last couple 
tums now get to go 
first, and they _ start 
blasting away at the 
‘ y 2 incoming zombies. 

Shaun kills one canal and the mae another skidding down the street with 
his shotgun while Diana does the same blasting away with her Big Ass Pistols 
at two more. The other survivors don’t score any hits, and they all move 
quickly back to their van and get in. When the zombies go, the knocked down 
ones get up while the rest continue their shambling towards the human meat. 
The two re- 
™maining 
id Gang Bang- 
mers have a 
couple to 
contend with 
jand the Sur- 
vivors may 
killed 


gunfire at- 
tracted three 
more. On 
the other 
side of the 
river, the 
zombies 
"continue to 
* move along 
the  water- 
_ front. 


Senos = | 
com 


The Gang Bangers start “~~ ; 
off the turn by opening the door to the Jj 

apartment building they crashed into and &® 
inside they find two more zombies. 
Weezie is caught off guard, but Vincent 
reacts fast enough to pop one of them be- ! 
fore the other jumps on Weezie, but it sqm 
fails to harm her. The Cops on the other ® 

side of the river open the door to the of- © 


ping six zombies come pouring out. | 
Three of them manage to get a shot off ™ 
before they are attacked, but only Ken is 
able to hit and turns one into pick mist. 
Then they are set upon by the hungry 
zombies. Most of the Cops manage to hold their own, but David goes down 


and is Out Of the Fight (OOF). Three more zombies show up this turn, one 
near the Gang Bangers, and two near the Cops. 


[ram ra 
[cane anaes [6 
f= 
NY 
This time its back to the 
Survivors, and zombies, 
the exact folks that did- 
n’t get to go last tum. 
The Survivors decide to get out of dodge. They fire up their van and punch the 
gas. They crash through two zombies splatting one all over their windshield 
and sending the other flying into a wall. They maintain control of their van 
and then go airborne over the river. All the excitement attracts another four 
zombies behind them. When the Zombies go, they manage to drag down the 
embattled Weezie while Vincent manages to hold his own, but fails to drop 
any. As for the Cops, Kenneth kills one with his Asp, and Rick knocks one 


down. The Zombies are kept off David this turn, so they don’t get a chance to 
feast just yet. 


Turn 12 


[ream Ra 


The survivors get to go again, and this time they are 
the only ones that get to go. The sail over the river in 
their van, and land on the other side keeping control 
of the van, and even manage to clip a zombie throw- 
ing it into a building, just as another four appear 
moaning their way towards the speeding van. 
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a row, the Gang 
Team 
a Bangers have to sit it 
Gang Bangers zea out. 


around a_ building 
and stop their van | 
and pour out. The | 
garage with Colonel | 


Marbles in it is right in front of them. 


The Cops, deciding that this was a no win 
situation with more zombies than they can 
count surround them and more coming in 
every second, try to back away and get onto 
the nearby boat, blasting as they go. Judith 
manages to get aboard and start the engine, of 
the others, only Ken manages to get on the 
boat but and is able to blow away a zombie 
while he is doing it. The other two fail to do 
any damage, but one finds out that David is 
still alive and David struggles back to his feet. 
Just before the zombies charge in again. This 
time Rick pops one in the head with his pistol, 
and takes out a second in hand to hand fight- 
ing, and David does little else beyond survive. 


For the third turn in © 


The survivors | 
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As for poor Weezie, she is not quite so lucky and the zombies start ripping her 
apart in a feeding frenzy, even as Vincent manages to kill the one that has him 
engaged. This turn with gunfire everywhere, a total of nine more zombies ar- 
rive to the scene in a wide variety of places. The board is beginning to fill up 
with the walking dead. 


Turn 14 


Well, I guess we know how the Survivors got their 
name. Once again they are the only ones that get to 


Team 

to aan go and this time they run from their van towards the 
Gang Bangers Garage. Diane casually blows away one lone zombie 

that happens to be in the way. Amazingly, no addi- 


tional zombies show up this turn. 


Turn 15 


Team 


Gang Bangers 


This turn the Gang 
Bangers and Zombies 
get to go. Vincent, being 
the only living member — 


of his group left, fast moves to the 
nearby Armory and looks inside. MOD 
There happen to be surviving h- SSS 
mans inside, but it’s not Rasta-man. 
There are three of them and they 
apparently don’t like the look of 
Vincent and slam the door in his 
face. Rick, back across the river, 
takes out a zombie in melee, but 
David goes down again under a sea | 
of clawed zombie hands. This time 
he is not to rise again and is soon to 
be zombie food. Another two zom- 
bies arrive adding to the growing 
mass across the table. 


ee co 
Gang Bangers [ee] 


Survivors 


The Survivors again are the only ones to go, and they 
Cops send in Ed to get the Colonel out of the garage. The 

RSISES 5 rest of the group lays down covering fire trying to hold 
| Zombies | 3 off the oncoming horde. Shaun blast a group of three 
with his shotgun killing one and bowling over the other two. 
Mary manages to kill one as well, but Diana misses both shot 
clean. Inside the garage, the Colonel is more than happy to 


= go with Ed and they start heading back out. 


Mark and Rodney are now starting to wonder about Clay’s luck. Again the 
Turn 17 Survivors are the only ones to go. They head back 


towards their van shooting as they go trying to keep 
[Ae Rae the Colonel in the center. They manage to kill four 
more zombies and knock down a fifth, but all the 
gunfire and idling boat nearby attracts another six and 

the number of zombies continues to grow. 
an 


aay 
“J =) 


Gang Bangers Ve) 


This turn at least Vincent gets to go as well as the 


lucky survivors. The Survivors start by deciding that 
the van is no worth it with the growing number of zombies around it and in- 
stead fast move towards the table edge. They don’t make it, but they can see 
escape within their grasp. Behind them, another three zombies are attracted to 
the idling boat. Vincent does another fast move and looks into the Pizza Place. 
This time he finds two zombies. No longer in the mood for playing around he 
caps them both on the spot and they fall in a heap. His shots do manage to 
draw another zombie though. 


No one gets to move, but three more zombies are 
[Team | Roll ‘| attracted to the boat engine. That’s just great news. 


Unpainted figures got you down? 


j 
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This time it is the Cops 
that get to go and Rick 
gets into the boat giving 
up on David. The Cops 
drive the boat into the 
river leaving a mob of 
zombies fighting over 
the remains of poor 
David, and another pair 
of zombies show up to 
join the fun. 


Turn 21 What goes around comes around. This time everyone 


EXCEPT the Survivors get to go, and unfortunately 
Team ‘ 2 
a a the zombies go first. They start by overpowering 


Gang Bangers Vincent. 


ennos 


down to the street even 
as he screams his fury 
and start to chow down. 
The Gang Bangers are 
no more. The Cops 
move down the river tak- 
ing target practice at the 
zombies on the shore, 


It takes four of them, but they drag him 


e 


and even manage to kill one though two more show up. 


Turn 22 Four of the zombies manage to 
reach the survivors before they 

Team 
ae escape, but Diane is a bit agi- 
Gang Bangers tated and pops one as it comes 
in and kills another in hand to 
hand combat, while Mary slice 
and dices another with her 


chain saw. The last survivor 


run away from the action and 
leaves the table with the Colonel safely guarded. 


= Post-Game Thoughts 


Mark: Wow, what afun game! Yes, I made out quite 
i= badly if you look at the results of my mission and how 


many of my posse got eaten by the walking dead. I sup- 
pose that Rasta-man will have to find his own way out 
of Pleasantville. I had been looking forward to this 
_ game since I got to read the ATZ rules and am very glad 
that we got to sit down and play. As with all new 
_games I’m sure we did some things wrong here and 
there but the system is easy to pick up and it becomes 
second-nature pretty quickly. The initiative system is 


~~ kind of chaotic and can lead to several turns of not do- 


ing anything but having more than two sides in our 


al game probably added to that. 


The game played very much like an adventure-horror movie and you pretty 
much have to go into it with the expectation that anyone can bite the dust. 
ATZ is very well suited for scenario games like the one that we played and less 
so, in my opinion anyway, to tournament type games but I think that it was 
written that way to begin with. There are point values presented in the rule 
book but they are really only there as sort of an afterthought for players that 
demand a point system. If you want to play a game that’s not too serious and 
just have a good time killing zombies and watching your characters getting 
ejected from cars that lose control after jumping over a river and then watching 
those that survived the crash get munched on by hungry zombies then get a 
copy of ATZ, generate a quick scenario and have a blast. I know that we did! 


Clay: I have been looking forward to trying this game for a couple reasons, the 
first being that I wanted to see what all the fuss is about with these “zombie” 
games that seem to be growing in popularity. I also got to watch a similar 
game at a convention last year, and that usually is enough it make me want to 
play as well. Since Mark put this scenario together, there was not really any 
thought on our part to choosing our characters, but reading through the rules 
does give you a rough idea of what your tactics should look like in order to 
stay alive. The rules have these little tactical hints spread throughout them, 
and these I found to be helpful not only in telling you the best way to play, but 
also in giving you a flavor of what to expect. It was obvious from these hints 
that this will be a game of movement. It was pretty apparent to me that that 
staying too long in one place will “get you et” by zombies. 


After the game I thought that if this was a movie it would be suitable to have 
Bruce Willis running around shooting off his mouth and gun at the same 
time? I have to say that this game was great for the entertainment value 
alone. Can’t say that there was a whole lot of planning and tactics involved as 
you are more concerned with simply staying alive and responding to the nu- 
merous and unpredictable threats more than anything else. I feel that the only 
reason I did so well in the game was pure unadulterated luck more than any- 
thing specific I did. I mean, both Mark and I did the exact same jump with the 
exact same odds and he lost his car and three guys doing it and I was un- 
scathed. And I don’t think we ever had a turn past the first two that the num- 
ber of zombies on the board didn’t increase, even when we were very success- 
ful in mowing them down, so don’t think this is a game where you can 
“defeat” the zombies. I’m not sold on the initiative roll system yet as the odds 
of not getting to go is simply too high for a multiplayer game. I think having 
an element of chance in a wargame is not only realistic, acceptable, and adds to 
the game rather than subtracts, but I think that if the element of chance gets too 
high nullifying any thoughts or tactics that the player might try to employ, than 
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you have little more than a bingo game. This game is not to that extreme, but 
the initiative system in my opinion is definitely heading that way. Having 
fewer “teams” running around would balance this. Also, you can opt to run 
each model on its own and just have a roll for zombies and humans and not for 
each band of survivors. 


Rodney: The nice thing about the cops was that I had some decent firepower 
with 2 shotguns, 4 pistols and a carbine. In addition, all the cops had melee 
weapons too. The emergency response van was a nice asset, but also a big li- 
ability because it would make a lot of noise and had a chance of running out of 
gas each turn. I knew for my mission that silence was going to be the key to 
getting it completed, zombies are attracted to noise. My plan was to kill the 
vehicle immediately to cut down engine noise and head out on foot to start do- 
ing building searches immediately. I didn’t want to do any shooting if possible 
and only engage zombies if they got close to me and then use my team’s melee 
weapons to take them down. Transporting kids through zombie hordes was 
going to be tough so the less I could attract to my area the better off I’d be. 


My plan started off really well, but I forgot one important factor. Whenever I 
play a game with Mark and Clay and there are zombies on the table, the zom- 
bies just seem to head my way! My team headed for the first building without 
any trouble. Meanwhile, Mark, who was on my side of the river, was drawing 
a horde of zombies left and right! So naturally when he did his Dukes of Haz- 
ard leap across the river they had to go somewhere and that just happened to be 
towards my team of cops. I decided the only way I could continue my search 
was to get to the other side of the board where there wasn’t as much activity. I 
was right by the boat, so I figured if I could get my team in it and get away 
from the horde I would be able to pick up some moment and then kill the en- 
gine and drift into a safer area. But, activations were killing me and several of 
my folks got swarmed. Plan B was over because with all the time I had to sit 
there with the engine running there wasn’t many places I was going to be able 
to land the boat and renew my search. Oh well, you live to fight another day, I 
just hope the kids didn’t become zombies! The game was a blast. I know 
some people are not fond of the Two Hour Wargames activation system, but I 
think it works great, especially for ATZ. Zombies are slow and you think you 
have all the time in the world and then suddenly you lose out on a couple of 
activations and you’re being swarmed. It really adds to the tension of the 
game! We had over 55 zombies on the board and it really was a sight to see. 


Played by Mark Theurer, Clay Richmond and Rodney Forehand 


* MGP 6643 Paranoia, Sector Zero £5.00 


Pa7 ae Ts 
PARANOIA 


SECTORIZERO 


y Sector Zero is a 32-page softcover book that gives 


- Paranoia GM’s three missions with which to torment 
— a group of Troubleshooters. It’s coded with security 
clearance ULTRAVIOLET so if you’re reading this 
and you are not of proper security rating please re- 
port yourself to the Computer immediately for termi- 
nation. Ok, for the rest of you I won’t go into details 
— that might spoil some of the missions for you, but I 
See can let you know the following. 


Sector Zero is Alpha Complex slang for punishment duty and it’s usually 
eared by really pissing off someone that has a higher security clearance 
than you do. Of course, by simply living in Alpha Complex you’re sure to 
have pissed off someone and they might know someone with a security 
clearance higher than you so these missions can easily be used by a GM 
that’s just starting out a Paranoia campaign. Just tell your troubleshooters 
that they are in trouble for something that they were given no prior notice 
about and had no chance to avoid. 

They can all be run in a single sitting, maybe less if your troubleshooters 
run through clones like water through a sieve. 

Each one is under ten pages in length so there’s not a ton of work for the 
GM to do. A single quick read will give you a sense for the hell you are 
about to put your troubleshooters through and a second one will be all you 
need to be ready to bring the pain. 


The first mission has the Troubleshooters sorting out a shipment of bubble 
gum that has been compromised by saboteurs and may now be in the hands of 
junior citizens of Alpha Complex. The second has them helping to host a din- 
ner party and the third find the troubleshooters being relocated to perform 
guard duty after the stress of their last assignment. I’d say more, but some of 
you are probably of lowly Red level clearance and shouldn’t even be reading 
this. Report to the Computer for termination immediately! Even with the 
great likelihood for characters to be reduced to either a charred spot on the 
floor or a bright red mass on the walls I find Paranoia to be a very lighthearted 
game with huge opportunities to role-play and laugh, and cry, and laugh so 
hard that you cry, and cry while other people are laughing at you. Paranoia is 
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not really a game for those that want nothing more than a kill-the-monster 
game, and I like those as much as anyone else. It requires subtlety, a sense of 
humor and a devious streak where you’re ok completely screwing over your 
fellow troubleshooter and they are ok that you did it. It certainly requires the 
“right” kind of group to play. The three adventures here in Sector Zero are an 
inexpensive way to get three good and fun sessions of gaming in with friends 
that won’t mind that you framed them as a commie mutant just so you could 
cover up the fact that you are a commie mutant yourself. 


Review by Mark Theurer 
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STAR FLEET SATTLES 


The new edition was 
followed by many new 

' modules (Y,J2, R8, R9, R10, 
Rii, Omega 1-4), Captain's 
Log 18-35, & more! 
Starline 2400 includes 120 
ma scale pewter ships with 
many entirely new ones. 
Look for the Master 
Rulebook and Module G2 
Master Annexes. 


STAR FLEET SATTLE FORCE 
STAR FLEET Exciting starship card 
game. Beautiful color cards 
include 36 starships, plus 
90 weapons, maneuvers, 
tactics, legendary officers, 
damage repair, electronic 
warfare, & more. Non- 
collectible; one box is 
enough for six players! 


FEDERATION 
COMMANDER 


The new fast-paced starship combat game. Every- 
thing is streamlined; the ship cards are in full 
color. Energy received at the start of each turn is 
spent as you need it for weapons, movement, etc. 
Look for Klingon Border, Romulan Border, Klingon 
Attack, Romulan Attack, Tholian Attack, Battle- 
ships Attack, and (2008) Distant Kingdoms. 


Amarillo Design Bureau, Inc. 
PO Box 8759, Amarillo, TX 79114 
PHONE: 806-351-1950 -- FAx: 806-351-2585 
NEW WES SITE: FederationCommander.com 
LEGACY WEB SITE: StarFleetGames.com 
EMAIL: Marketing@StarFleetGames.com 


TAR FLEET UNIVERSE 


> The best-selling science-fiction universe in history goes 
on! New games, new systems, new miniatures. 


FEDERATION & EMrpriRr—E 
New Expansions keep 
coming! Advanced Opera- 
tions added a hundred new 
ships, the Y180 scenario 
Winds of Fire, and more. 
Look for Combined Opera- 
tions, Fighter Operations, 
Planetary Operations, 
Reinforcements, and the 
new Strategic Operations. 


PRIME DIRECTIVE: D6. D2O, & GURPS 
Role playing the Final 
Frontier! Federation, 
Klingons, Romulans, 
weapons, skills, technol- 
ogy, planets, history, star- 
ships, Vulcan Psionics, 
Academy character 
packages, medals, and more! 
Now for G4e, D20, & soon D6! 


Paper Make It! Sci-Fi Figures 
Space Marines GRP0O1 $4.95 


In this pdf set you get three pages 
of sci-fi marines, a page of bases, 
and a page of instructions. The 
first page, or squad, of marines 
has eleven different warriors. 
Their armor is a fully sealed suit 
that’s painted in a green camou- 
flage scheme with a dark yellow 
bird on their chest. Most of them 
are without weapons in ready po- 
sitions. The first three are stand- 
ing at various stages of attention 
and would make good sentries or 
guards. Then you get an unarmed 
one walking before you get to two 
guys that are in hand-to-hand 
fighting poses without weapons. 
On the second row you get just 
five guys but these are a bit more 
ready for battle in the far future. 
The first two are in hand-to-hand 
fighting poses and carry either 
some kind of blade. The next guy carries a combat rifle across his chest in a 
pose that suggests he’s ready to fight. The last two from this squad have a 
dark yellow breastplate that sets them off a bit from the rest of the guys in the 
squad, and they have a pistol in a holster on their belt. 


With squad two we get lots of guys with ranged weapons out and ready for 
combat. Nine guys are carrying combat rifles and each is in a different pose. 
Two carry pistols and are also engaged in shooting or targeting the enemy. 
Again, you have two guys with yellow breastplates, the ones with pistols, to set 
them off as officers. Squad three has nine guys and seven of them are officer 
types. One is looking through binoculars, another is consulting a map and oth- 
ers are standing, walking or firing a pistol. The last two guys from this sheet 
are regular marines that are armed with heavy weapons. These could be rocket 
launchers or heavy lasers, but can be sprinkled into a unit of guys with combat 
rifles. 


Each marine can be assembled to stand on either metal plating or on a mix of 
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sand and grass. The bases are separate pieces that you’ll need to print out in 
addition to the guys themselves and they are designed to stand on a standard 
plastic slotta-base but I think that in the end they would be ok just standing on 
the cardstock base by itself. Each marine has a front and back facing that 
match up nicely, but almost every one of them has a void between their legs 
that needs to be trimmed away after you fold and glue the front onto the back 
of the model. If you’re building just a few guys this won’t be a big deal but if 
you’re wanting to replace a large number of regular models with cardstock 
ones, which is not a bad idea, then you need to be ready for a good amount of 
extra trimming of the area between the legs of almost every one of these mod- 
els. For less than the cost of a single metal figure you can get a whole slew of 
guys to print out, assemble and play with. If you’re unsure about whether or 
not these will work for you a free download of one marine can be found on 
their webshop at http://shop.papermakeit.com 


Review by Mark Theurer 


Only in Death £16.99 / $19.99 
Written by Dan Abnett 
Published by Black Library 


Only in Death is another Gaunt’s Ghost novel by Dan 
Abnett. Currently out in hardback this 307 page novel 
retails for $19.99 USD. The dust jacket shows some of 
the ghost locked in a fire fight, but none of them are rec- 
M ognizable characters in the novel. For the length of book, 

I consider the price a pretty solid deal. When it comes 
out in paperback it will probably be around seven dollars. 
This makes the price tag for this hardback book a good 
buy. For those who are not fans of the Gaunt’s Ghosts series of books, the 
series follows around the first founding of the planet Tanith. The planet is sub- 
sequently destroyed by a chaos attack during the founding making them the 
last surviving members of the planet. The Gaunt’s Ghosts series is broken up 
into 3 omnibus editions following three major overarching storylines: The 
Founding, The Saint, and The Lost. Only in Death is book eleven of the series, 
and is a departure from Dan Abnett’s normal writing style. Although filled 
with the usual violence and war that we expect from the Ghost’s books, Only 
in Death is more of a gothic ghost story than a tale of war. The Ghosts are dis- 
patched to a corner of a campaign to hold the flank of the campaign. A creepy 
fortress is the place of their stand, out of the way and cut off. The Tanith’s 
first and only rely on supply drops to survive, all the while are plagued by what 
can only be called hauntings. Time after time the Ghost’s have been placed 
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A GAUNT’S GHOSTS NOVEL 


into bleak situations, but this one seems to really encapsulate the hopelessness 
of their situation. 


What I liked about this book was the over arching tone that Abnett created. It 
truly feels more of a suspenseful horror novel than an action packed fictional 
war story. In fact the most pivotal point of the book’s plotline is not even ex- 
posed to readers, but spread about from man. The reader, like the soldiers, gets 
the news in bits and pieces. There is also a small “diary entry” at the front of 
each chapter that gives a bit of levity into the story, as well as giving a good 
majority of the character development. As the story progresses it is neat to see 
Abnett once again inject the debate of how close a commander, or commissar, 
should be to the men he leads. Without spoiling too much, it was really a treat 
to see a plotline and character that had disappeared many books ago return so 
his storyline can be brought to a satisfying conclusion. 


What I was disappointed in with this book is really the flip side of some of the 
benefits. I really like the sweeping storylines of many of the earlier books. 
This story telescoped down into about 2 or 3 weeks. While the ghost story was 
refreshing, I read the Gaunt’s Ghosts novels for the sweeping epic of a impe- 
rial guard regiment. Another complaint of mine is there is not much character 
progression except Ludd, Hark, and Rawne. The regiment as a whole just gets 
ground down and doesn’t have a whole lot to show for it. Another thing that I 
found bothersome was the writing style the Abnett used in the first chapter or 
two. I really almost put the book down, but kept reading and was rewarded 
when his usual writing style kicked in. I could almost locate this shift to a sin- 
gle sentence. It was a literary choice that achieved its purpose, but until I real- 
ized that, I was very disappointed. 


Overall, I was pleased with the novel. I hope that if Abnett writes another one 
that he will bring in more missing characters that we loved. Several have been 
taken from us, and several of these were not actually killed off. Abnett has 
claimed that he will keep writing until they are all dead. He is well on his way 
to finishing the job. When you look at the cast of characters from the first 
book, so very few are still left going into this book. It would be an unfair 
spoiler to list who didn’t make it. I encourage any readers of 40k fiction or 
scifi in general to pick it up and find out...just make sure you have read the 10 
before it. 


Review by Christopher Carr 
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Imperial Munitorium Manual £12.00 / $20.00 
Written by Graham McNeill 
Published by Black Library 


The Imperial Munitorium Manual by Graham McNeill is 
published by Black Library Publishing. Weighing in at a 
short 96 pages and a $20 price tag, this book will only be of 
interest to player of Games Workshop’s popular science fic- 
tion miniature game, Warhammer 40K. It is the second in a 
series of “fluff” books for the Imperial Guard. Its predeces- 
sor was the Imperial Infantryman’s Uplifting Primer, a book 
I have owned previously. The cover is done in a green olive 
canvas with bronze metallic lettering. Where the Uplifting Primer was what a 
guardsman’s army manual would be, this “manual” covers the complicated 
munitorum’s role, purpose, and numerous requisitioning forms. It is broken 
into eight chapters. The first chapter is a summary of the history of the Impe- 
rial Guard from the 31“ millennium. Chapter two describes the raising and 
formation of the Cadian 91" as an example as to how an army should be started 
and run. Chapter 3 gives the procedures and forms needed to requisition 
equipment. Chapter 4 is a chapter on the maintenance of supplies, complete 
with descriptions of punishments for laxity of maintenance. Flogging and exe- 
cution as always are high on the list of the most common punishments. Chap- 
ters 5-8 details specific equipment: personal equipment, personal weapons, and 
support weapons. Chapter nine is just a list of forms that guardsmen would 
use to requisition more equipment, repair, and other various things that govern- 
mental bureaucracies and create form for. 


What I liked about this book was the way Graham McNeill went about making 
this book as authentic as possible. From separate forms for asking for new 
kits, notification of damaged kit, to the notification of destroyed kit: this book 
encapsulates the bloated organization behind the army. The book is sprinkled 
with little footnotes to mythical battles are situations all extolling the virtues of 
properly maintaining your equipment. The footnote maintaining a story about 
a single Savlar Dog’s faulty lasgun powerpack blowing up an entire mountain 
range sticks out as one of the more far fetched. The book is full of imperialis- 
tic overtones extolling the guardsmen to be on the look out for those not fol- 
lowing the rules and to turn in fellow guardsmen. The paragraphs on each of 
the weapon summaries were nicely done and everything that we have come to 
expect in quality of Games Workshop and Black Library publications. The 
forward by chancellor of the estate of the imperium Seward Rosencranz was 
just icing on the cake. 


NEW 
March 2008 


The last three months have been very busy here with the start of the show season as well as Meg 
Starting school. Over the Christmas break Kev was working on new Grymn ( and stuff to go with them ) 
and three of the conversions are currently being cast for release at the end of the month. 


The 'White Metal’ range is also growing with new additions of mushroom men (!), dinosaurs, 
Kiergi ( space alien brutish monsters) amongst evil dictators and zombies! We even have some 
‘Chav' gobbos on the way along with a Goblin scout master .. talk about variety! 


In the fantasy ranges we have some new competition winners from Kev in the form of Titania Queen 
of the fairies plus her consort Oberon along with a very bad old toothy fairy straight from your nightmares ! 


Back to the Dinos....what are we going to do with them? Well they were sculpted by Jo Brumby with the idea 
that Kev would do what Kev does best which is sculpt semi-naked female warriors riding them into battle .. 
monsters and nekkid chicks what a winning combination ! | think Kev also wants to sculpt some 
modern adventurers riding as well to go with a post-apocalyptic theme. 


The next big event for us is 'Salute 2008' in London on April 19th. We are looking forward to meeting 
a lot of the FOD regulars and even have something special planned for the show. . but | am not telling so 
dont even try to persuade me ..you will have to wait and see. 


If you are new to HF and dont have a clue what | mean by FOD then go to our website and follow 
the link in the LHS navigation bar to the 'Forum of Doom". A nice place to meet and gossip and also find 
out what is on Kevs workbench. We have news updates on what is going on in our world and what is soon 
to be released .. sometimes you even get to buy stuff that hasn't yet been released! 
Okay, as always | would like to thanks those regular and new customers who have helped get HF to its 
4th year. KEEP SPREADING THE WORD ABOUT HOW WONDERFUL WE ARE AS | WOULD LOVE 
A HOLIDAY THIS YEAR PLEASE! 


Thanks muchly 


Si \ @ 


www.hasslefreeminiatures.co.uk 


What I didn’t like about the book was the amount of redundancy with 
the Uplifting Primer. The single guardsmen manual seemed much more 
“needed” than the manual solely on equipment. That is not to mean I 
didn’t enjoy it, I just feel the previous book filled this niche already. If 
this book had come out first or by itself, I would be much more im- 
pressed. As it was, seeing another flowchart of disciplinary action was 
just as entertaining as before, just a little less fresh. The price tag of 
$20 is a bit much for what you get, but this is something we tend to ex- 
pect from this company. There was also a little inconsistency in the 
style of the illustrations. Some pencil and shaded war scenes would 
have looked right at home in GW’s current rulebooks, while some dia- 
grams were very simplistic and cartoony. 

Overall, I enjoyed puttering through the back workings of the guard. 
As a fan of Dan Abnett’s many 40k novels, this hits the nail on the head 
for a fictional manual. From hearing stories from friends who have 
been in the military the absurdity of the procedures seemed to be really 
captured in this book. While I will not go as far as to say that this is a 
must have for Imperial Guard players (I think the Uplifting Primer is) I 
think that most will enjoy it. I think another important use for this book 
is for source material for the new Black Library role-playing game: 
Dark Heresy. Have PC’s be current imperial agents and needing to 
manage the intricacies of requesting appropriate gear for the mission 
and really help them get wrapped up in being a cog in the imperial ma- 
chine. If the Imperial Munitorum Manual does anything, it lets the 
reader know that guardsmen were a REALLY SMALL cog in the ma- 
chine. 


Review by Christopher Carr 


Uncharted Space $16.99 
Designed by Denny Unger 
Published by World Works Games 


Uncharted Space is a collection of maps for space combat games. The 
set contains 32 maps that come in two flavors - one with a superim- 
posed 1 inch hex grind and one without. The product also includes in- 
structions for printing and mounting the maps for play as well as aster- 
oid cut outs to provide a 3-d Asteroid field. The version of Uncharted 
Space being reviewed is presented as a CD image that can be burned to 
a disk. When placed into a Windows machine, the AutoRun sequence 
kicks off an presents a navigation window that allows you to choose to 
view the map images, the asteroid images, construction instructions, or 
information about the company. However, for Macintosh users, you 
need to 'decode' the CD image to get to the files. A ReadMe file is in- 
cluded with Uncharted Space with instructions on how to do this. 


Might as well get this out of the way first, Piracy. As this is a PDF 
product, it can easily be purchased once and duplicated. World Works 
Games recognizes such actions and rather than locking the product 
down, they present a compelling case for paying for what you use. I 
applaud their position to not resort to locking mechanisms and trusting 
in the gaming community to pay their fair share. There will be those 
who use the maps without paying, but I hope this is the minority. World Works 
Games produces a quality product and they should be rewarded for doing so. 


The 32 maps presented in Uncharted Space are gorgeous. They consists of star 
fields, star fields with wisps of nebulae, and a planet. The planet is actually 
only a part of one viewed from the night side of the terminator, which city 
lights visible. The planet covers four of the maps and presents a rather nice 
"edge terrain piece" when the maps are laid out. The color of the maps - 
tending towards whites and blues for the cold colors of space - is vibrant and 
really requires high-quality printing to do them justice. On the hex maps, the 
hex sides are thin but are visible without detracting from the whole look of the 
map. While the rest of the maps can be used for any scale SF game, the planet 
maps are too large for use in Star Fleet Battles or Federation Commander 
where a terrestrial planet might occupy only one or two hexes. 


The maps are made to be printed and assembled onto 4 20" by 30" boards. The 
instructions that come with Uncharted Space go into great detail on how to 
actually do this. The instructions cover the basics as well as various tips and 
suggestions to make construction easier. Tips include how to work with the 
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foam core to make the maps align, the various adhesive methods, and, most 
importantly, printing the map. Of these tips, probably the most useful is the 
order of assembly which ensures that the foam core maps align with no gaps. 
Once the map is assembled, its time for the asteroids. One issue with most 
miniature space combat games is the lack of terrain. I've seen some home made 
styrofoam planets and asteroids that were very nice, but still looked like ele- 
mentary school Christmas ornaments. I've also seen "regions" made of cloth or 
paper that represented planets or asteroid fields. These give the interesting 
show of your model ship flying above the asteroid field. With Uncharted 
Space, there are nice 2-d pictures of asteroids. These are to be printed, cut out 
and attached to paper stands (also included). The stands are then mounted on 
bases. The bases are made to match the map board and come in 1" hex and 
hexless versions. When assembled, the asteroids present a 3-d field through 
which ships can still maneuver. 


I think this is an exceptional product. The artwork is amazing and the presenta- 
tion is very good. I especially like that the tool is packaged as PDF and can be 
assembled as best suits the owner. The product is price competitive with other 
space-map systems and, I think, it will do well. My only regret is that the pres- 
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entation went for the auto-run flash, requiring me to do extra work to get to the 
images on my Mac. The same presentation could have been done using HTML 
rather than the platform-specific Autorun system. If you play many space 
combat games and are tired of the black blanket, I would urge you to take a 
look at Uncharted Space. You won't be disappointed. 


Review by J. Michael Tisdel 


A Firstlight XX $5.99 
Illustrated by Alberto Silva 
Published by World Works Games 


I’m a great fan of WWG cardstock terrain, but this is my first real look at any 
of their standee cardstock figures. In this set you get a bunch of near-future / 
sci-fi figures that are drawn in what I would call comic-book style that are de- 
signed to fit in scale-wise with other 28mm figures. The first six are secret 
agent types and are all on a sheet of their own. These guys range from a fe- 
male wrestler that’s wearing boxing gloves and carrying a knife (ok, it’s got 
me stumped too), to a pilot, to a guy in a blood-stained suit that 
looks like he’s carrying a can of spray paint. These guys won’t 


After the agents we get into some bad guys for them to fight. These are made 
up of robots, evil agents (regular and specialty guys), casualties, and a couple 
of larger robots that are put together like other WWG models and not so much 
like the rest of the standees here. Unlike the heroes above almost all of the bad 
guys have a drawn back side to go along with their front. These are simply 
mirror images from the front side and with robots you’d expect it to be that 
way. There are also six “corpse” tokens that you can print out to put on the 
table when guys are beyond help. 


The bad guys would be perfect for Champions or Traveller or even d20 Future 
games. The agents, and the bad guys, could work well in games like Spycraft 
of Feng Shui but you’d need to make up stats for them that go along with what 
they are drawn with. I’d be ok using cardstock standees next to regular minia- 
tures in my games. Like the cardstock terrain, which I’ve become a passionate 
advocate for but it took a little time, I think that using cardstock miniatures is 
going to be one of personal taste for most players. There’s obviously no paint- 
ing involved (unless you import the pdf pages into Photoshop or another pro- 
gram and change the colors of the models) and I really don’t think that the as- 
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really be able to be used multiples times, I mean printed multiple js WORLDWO I ‘S GATES 


times each, to makes lots and lots of guys to fight with, as they are 
meant to be specific characters. My only gripe with these six is that ae 
their backsides are black/grey silhouettes of their front side. Each = 
one is a single piece of card and assembly for each one requires just 
four bends. You can cut around the resulting model in no time and 
have them ready for use as soon as your glue dries. 


As with all WWG products the directions for assembly are very 
detailed and area easy to follow. There are some WWG models 
that I’ve built that have fiddly bits that I’ve found difficult to glue 

together well (of course that could be due to me being less than usa 
dexterous from time to time) and some that have bunches of little _— 


cuts all over the place that make the assembly harder than I want it. 
Well, I found none of those issues with the standees. Each one of 
the “guys” has a shadow that stands next to the character and a ii 
heavy outline around them that makes cutting quite simple. Also a 
bit of what looks like a wall can be seen behind each figure that, in a 
my opinion, doesn’t take away from the look of the resulting minia- 7 
ture and makes cutting and assembly much easier because you i 
don’t have to cut around or in between their legs. 
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sembly of the models scratches the same itch for people who like 
to paint as much, or more, than they like to play. With that said, 
there’s also no painting involved (yes, I know that I’m repeating 
myself) so you can spend more time playing because they go to- 
gether quickly and easily. I’d definitely recommend these if 
you’re already a devotee of cardstock and I’d say that they are 
worth a look even if you’re not because you never know what 
might cause you to add something like these to your gaming stash. 
You’ ll definitely see these guys appearing in battle reports in FR 
as soon as I need a host of evil agents or robots to destroy. 


A Maiden’s 20 $7.99 
Designed by Alberto Silva, Bob Cooper, and Joel Sparks 
Published by World Works Games 


This is a set of cardstock standees that is similar to the one re- 
viewed above, but with two very significant differences. First, it 
has characters that are from a fantasy pirate setting instead of a 
near-future / sci-fi genre. Second, it comes with stats for the char- 
acters represented. These are either in d20 or Savage Worlds for- 
mat and you’ll need to choose one or the other when purchasing 
the product. The stat blocks are as you’d expect them to be and 
can save a GM a lot of time if you are using the standees as part of 
a specific adventure that’s being built around them. In the d20 
version, the one I got to review, you also get some new skills and a 
template for half-dead creatures. 


The standees themselves are very similar in application to the previous set that 
I got to look at. Each one will print out as a single piece of cardstock with sev- 
eral characters on each page. With four simple bends, some glue and pretty 
easy cuts after the glue has dried you’ ll have colorful standees that are ready to 
get into the action. Most have a black/grey silhouette for their backside and 
each has their name on the base of the model for easy identification. Since 
construction is the same as the previous set there’s no real reason to rehash 
how to build these except to say that it’s easy and quick and does not have fid- 
dly small cuts or anything to make it more difficult than it needs to be. Like 
other set these also have some kind of background behind the model to make 
the cutting out of the model very simple. 


In addition to the stats you get more than 20 figures. Each sheet has 4-5 char- 
acters on it and some, like the Zombies or Ship’s Regulars, you’!l want to print 
multiple copies of to quickly stock your ship with guys to fight. If you print 


Copyright 2002-2007, 
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the Zombie sheet out four times you’ll very quickly have 20 Zombies with 
which to terrorize any party of sea-going adventurers. A parrot, an alligator, 
and a monkey (with a hooked hand) are the only animals that are in the set, but 
they all fit in the theme well. The rest of the standees represent 14 other spe- 
cific characters so there won’t be the need for multiple printings of these. 
There are also two Plague Victims that you might want multiples of. The char- 
acters are split between various humans and ghostly evil pirates. 


All of the character drawings are very well done and I would definitely use 
them in any fantasy rpg. I think that these will appeal to rpg players, as is in- 
tended, than miniature gamers because there’s generally more attention paid to 
playing the game than painting minis for an rpg session and these can assist a 
GM that wants colorful characters on the table but doesn’t have the time or 
money to paint up scores of figures. 


Reviews by Mark Theurer 


4007 Federation Commander Line of Battle $19.95 
2am Published by Amarillo Design Bunreau 


Greetings, folks, when last we met I told you about 
Federation Commander: Battleships Attack for the 
Federation Commander game. If you are not as old 
and senile as I, you might recall that the ship cards in 
that product were twice the normal size, coming in at 
8.5” by 11”. Well, the folks at Amarillo Design Bu- 
‘reau, Inc listened to their customers and inserted a 
| requested product into their production line. The just 
released item is called Federation Commander: Line 
of Battle. The fans of Federation Commander raised a hue and cry for addi- 
tional copies of the ship sheets for the big bruisers of that previous product. 


Some people might think, “Hey, this is a rip-off. I’m paying again for old 
stuff.” That’s only partially true, Ensign Liebowitz. But, in this case “old 
stuff” is a good thing. Now, Admiral Liebowitz, you can command TWO, 
count ‘em, TWO of the Federation’s Mars class battleships; one from Battle- 
ships Attack and this one. Won’t that just heat up your photons? Also in- 
cluded is an additional copy of the Klingon B10, the Romulan King Condor, a 
Kzinti battleship, a Gorn “Godzilla”, a Neo-Tholian battleship, and a Seltorian 
Battlewagon (two of these are just gruesome). Before you say, “Brian, $19.95 
is a bit much for seven reprinted ship sheets, “I will say, “But, wait, there’s 
more!” Included at no extra cost are the super-sized cards for the Hydran 
Monarch and the Lyran Cave Lion. These bad boys give a measure of respect- 
ability to these two races that have yet to see a lot of love from the folks at 
Amarillo Design Bureau. But, that will change a bit later this year when Fed- 
eration Commander: Distant Kingdoms sees the light of day. 


Wait, there’s more! There is also a double-sided map board to expand a col- 
lector’s growing supply. One cannot have enough of these. Lastly, there’s a 
four-page folio provides three scenarios in which any aspiring admiral might 
attempt to ply his craft. The first scenario is called Giants in the Playground. 
One player gets a Klingon B10 battleship while the other gets a swarm of Fed- 
eration frigates. Here’s the catch. Both players secretly select a number of 
starting frigates (from one to six). The selected numbers are revealed simulta- 
neously and the player with the lower number of frigates will be the Federation 
player. When a frigate is destroyed and new one shows up. The Federation 
player’s mission is to destroy the B10 with as few casualties as possible. The 
Klingon player wants to destroy as many frigates as possible. The scenario 
should be played twice with the participants switching sides, but keeping the 
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same number of frigates. See, duplication can be a good thing when the 
“things” are wanted and some nice new stuff gets tossed in, too... 


$19.95 is not an outrageous price for what one receives in this product. In my 
FC-fevered brain the Lyran and Hydran ships themselves are worth that 
amount. My wife/CFO would disagree. So, journey forth, young (or old) 
commodore, and exchange your hard-earned credits for this valuable product. 


Review by Brian Ahrens 


5737 A Captain’s Log #36 $18.95 
Published by Amarillo Design Bureau 


Captain's Log #36 is the latest in the long running 

semi-annual magazine/game supplement from Ama- 

rillo Design Bureau (ADB). Captain's Log #36 

(CL36) is a 120-page perfect bound magazine with a 

full color cover, black and white illustrations and arti- 

cles on the ADB's games and their setting, the Star 
F*) Fleet Universe. 


ADB produces board and RPG games based on the 
Star Fleet Universe (SFU) - a science fiction setting based upon the original 
Star Trek television series, the Star Trek animated series, and the Star Fleet 
Technical Manual published by Franj Joseph Designs. The SFU does not in- 
clude any of the Star Trek movies, Star Trek: The Next Generation, Star Trek: 
Deep Space Nine, Star Trek: Voyager, or Enterprise. If you're looking for Car- 
dassians, they're not here. However, there is are Kzinti, Lyrans, Seltorians, Hy- 
drans, and many others to take their place. 


In this universe, ADB publishes many games, of which most famous is Star 
Fleet Battles (SFB), their flag ship product and one of the most detailed space 
combat games ever. In addition, ADB publishes Federation and Empire (F&E), 
a grand strategy game that covers a sector-spanning general war, Federation 
Commander (FC), a space combat game similar to Star Fleet Battles but with- 
out much of the chrome and details of SFB. "Star Fleet Battle Force", a card 
game, and "Prime Directive", a multi-system RPG flesh out their product lines. 
ADB also sells an extensive line of spaceship miniatures for use with SFB and 
FC. 


Don’t worry we won’t tell your wife 


ADB published Captain's Log as a supplement for their games. Each issue usu- 
ally includes some material for each game. As with most issues, CL36 has 
starts with a section of fiction and background on the Star Fleet Universe. 


The majority of this section is given over to "Web of Deceit", a story of a bat- 
tle between Tholian and Seltorian forces. Tholians, who have been seen in Star 
Trek and Enterprise, are a race of intelligent crystalline creatures. The Tholians 
arrived in our galaxy after their galactic empire fell. They took up residence in 
a outlying province of the Klingon Empire and were happy to be left alone. 
Eventually the Seltorians, an insect race bred by the Tholians as their warriors, 
reached our galaxy. It was the Seltorians who rebelled against the Tholians and 
followed the survivors here. The Klingons, who never got over losing a prov- 
ince to the "rock heads" gave aid to the Seltorians. "Web of Deceit" chronicles 
one battle in the continuing Tholian/Seltorian war. The rest of the fiction sec- 
tion includes short articles on various aspects of the SFU - including deck 
plans for a Romulan Snipe frigate. 


After the SFU section, CL36 includes "state of the business and products" arti- 
cles which describe new products, release schedules, and Q&A for the various 
game systems. Now comes the meat of CL36: the sections devoted to each 
game. While the fiction and the company news is interesting, it is the game 
sections that really sell this magazine. First up is Federation Commander. 
CL36 includes 3 new scenarios, an article on Battleship Tactics (which coin- 
cides with the recent release of the FC supplement "Battleships Attack!") and 
FC tournament rules, which will be used at Origins this year. Next is the Star 
Fleet Battles section which includes 5 scenarios, two of which cover the same 
material as presented in the "Web of Deceit" story. There are also articles on 
updating the campaign rules, Kzinti and Federation captured ship conversions, 
and the ecology and game aspects of the Igneous monster. This is followed by 
a series of SFB tactical articles written and submitted by SFB players. The tac- 
tics section also includes an after action report by the winner of the Origins 
Patrol Tournament. 


The next section has short articles on other venues - the Star Fleet Command 
computer game, the Star Fleet Battleforce card game, the Prime Directive 
RPG, Star Fleet Warlord (computer-run turn system) and information on vari- 
ous on-line games of SFB and FC. The final section covers Federation and 
Empire - presenting updated rules on heavy fighter production and use, as well 
as anew F&E scenario. There are also short tactical articles submitted by play- 
ers and a Q&A section. 
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The last part of CL is the one I usually look at first - the new ships. This sec- 
tion, called the ship yard, includes new variants for various ships for SFB, FC, 
and F&E. For the first two, there are ship diagrams that allow the ships to be 
played in SFB and FC. For F&E, the required "production" stats are included 
so that the new ships can be built. 


Captain's Log 36 is another excellent magazine/game supplement in a long line 
of excellent products. If you already play SFB and or F&E, I'm certain you 
have already acquired this gem. If you're a FC player, I would definitely rec- 
ommend this and all issues of CL. In addition to the specific FC sections, 
there's quite a lot of information in the other sections that can apply. For exam- 
ple, with a little modification, the Tholian/Seltorian scenarios can be played in 
FC with the "Tholian Attack" supplement. Basically, if you don't have this 
magazine, don't waste any more time. Go get a copy, find a quiet spot, and 
start reading about Tholian dreadnoughts struggling against Seltorian Area 
Control Ships, how best to fly your battleship, and what nasty surprises a Klin- 
gon D6L or Tholian War Cruiser leader have in store for your next opponent! 


Review by J. Michael Tisdel 


MGP6107 CthulhuTech £30.00 
Published by Mongoose Publishing 
Written by Wildfire Publishing 


CthulhuTech is a new rpg published under Mongoos 
Publishing’s Flaming Cobra brand. The core rule- 
book is a full color 290-page hardback book with 
pages printed on glossy paper. It is a merger of two 
very different types of games, far off science fiction 
and the unspeakable horrors of the Cthulhu my- 
_ _ thos. If you are a fan of either Mecha/Anime or Call 
= of Cthulhu then you might want to take a look at 
CthulhuTech. I say might because these are two genres that you don’t nor- 
mally think of as going together, but just might do well like chocolate and pea- 
nut butter. 


In this game we jump forward about 75 years into the future where several 
things have happened. New technologies are combined with ancient texts with 
maddening and powerful results, new wars sprout up between nations, the Mi- 
gou plot the destruction of humanity and send a cloned race to aid in the de- 
struction of humanity but instead these Nazzadi end up allying themselves with 
the humans, full blown war breaks out between the human/Nazzadi and the 


TRAVELLER _, 


March 2008 


Science-Fiction Adventure in the Far Future 
www. mongoosepublishing.com 


mythos monsters, and mankind bands together in a new sense of unity where 
religious and cultural tolerance are the rule of the day. I’d say that the last part 
is as much science-fiction as the rest and maybe it allows for secret societies of 
cultural purists to be set up for the players to be part of or infiltrate as part of 
their missions. 


In CthulhuTech you are taking a starring role in the game and are fighting 
against the extinction of the human, and Nazzadi, race. You’ll build your char- 
acter around a concept and while there are some character types that are more 
fragile than others these guys are not the reluctant investigators that you might 
be familiar with from Call of Cthulhu. Expect to get into combat and get your 
hands messy. You can be either a human (look in the mirror if you need a de- 
scription) or one of the Nazzadi. The latter are an engineered race that has jet 
black skin, red eyes and large sharp teeth. They have a build like humans but 
also benefit from nightvision and are a bit more agile. Humans get bonus skill 
points at the time of creation and get a bonus to an attribute of their choice. 


Character types will range from soldiers to mech pilots to occult scholars but 
there are also two quite special character possibilities in here. First, you can be 
an Engel Pilot. These guys and gals pilot bio-mechanical mechs that have a 
much more organic appearance than their simply factory built counterparts. 
The other are the Tagers. These characters voluntarily enter into a supernatural 
symbiotic relationship that allows them to transform into what can only be de- 
scribed as a monster. They get some very cool abilities but also start off with 
an insanity point so they are not the most stable people on the block. 


In most straight Call of Cthulhu games you are trying to avoid direct confron- 
tations with the nasty beasts of the mythos and if you’ve played several games 
you know that fights can go real bad, real fast. In CthulhuTech you still need 
to have a healthy apprehension about going toe-to-toe with familiar monsters, 
and some souped-up sci-fi versions of them, but you are now properly armed 
to deal with the situation. 


Combat is resolved with opposed tests/rolls and if you are the attacker and 
your roll is better than the defender then you hit him, easy enough. Damage is 
determined by the weapon you are using, your strength, and how well you did 
on your opposed test/roll that established the hit. The better your hit, the more 
damage dice you throw. Of course, armor takes off of the damage done. It’s 
pretty easy to follow and get used to using while playing. 


Of course, as with any Cthulhu game, you have magic and the possibility of 
going insane. Magic is not as problematic for player-characters as in classic 
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Call of Cthulhu but it’s still something that you want to be careful about rely- 
ing on because casting mishaps can be less than pleasant. 


The book is nicely illustrated with lots of imagery that you’d expect from a 
Cthulhu game but it’s mixed in with stuff that’s appropriate for what really is a 
sci-fi game. An index and blank character sheet finish off the book. The book 
contains an adventure to get you started in the world and that’s something that 
I appreciate having as anew GM. If you’re a sci-fi fan I think you’ll find a lot 
to like with CthulhuTech and it’s worth checking out. If you’re a straight Call 
of Cthulhu fan it might be a harder sell for you especially if you’re used to and 
only want to do investigating and only confront the eltritch horrors when abso- 
lutely necessary. In CthulhuTech you definitely do investigating, but combat 
is a very integral part of the game. If you’ve played and like Delta Green type 
adventures then you’ll probably have a good time with CthulhuTech too. 
When I was describing the game to my regular Call of Cthulhu group they 
were all excited to give it a try. 


Review by Mark Theurer 


Wildfire v1.1 $14.52 (print) / $7.24 (download) 
Written by Greg Saunders 
Published by Fire Ruby Studios 


| Fighting war in the future just got a little simpler, at 
least as far as the tabletop wargamer is concerned. 
Wildfire is a set of Science Fiction skirmish rules 
geared towards 15mm miniatures focusing on infantry 
and vehicular combat. At first it was only infantry, so 
if you only have the first print of the rules you’ll want 
to look at downloading the vehicle rules which were 
added in February. This rule set gives you everything 
you need to design infantry units and vehicles to play out some of your favorite 
movies or books. If you’re not feeling particularly inspired to design your own 
units an optional background called the “Second Sphere” is included for you to 
use which also includes some pre-designed units. 


To get started playing Wildfire you’ll need some miniatures, a couple of ten- 
sided dice, measuring tape, playing surface with terrain and then counters that 
represent the various actions available to every unit. The back of the book has 
a page you can printout with all the tokens you’ll need to play. Although these 
are skirmish rules, you won’t have the infantry on individual bases, but you’ ll 


actually organize them into Fire Teams of 2 to 3 infantry on a 1 inch round 
base. A vehicle and its crew are all on one base and are treated basically like a 
Fire Team. Fire Teams are the basic maneuver elements of your army. The 
rules suggest that a typical game would involve 10 Fire Teams per side, so not 
a lot of miniatures are needed if you want to just play a normal game. All the 
information for your army will be recorded on paper. The Fire Team stat 
sheets are printable and included in the rules. 


When you’re ready to play you’ll need to design your army. Everything is 
point based so you should be able to get creative with your fire teams and still 
keep some balance between the opposing sides. Your main choice is the qual- 
ity of your units (untrained, trained, highly trained and expert), this choice will 
have a major effect on their actions in the battle. After that you’ll pick ranged 
weapons, close combat weapons and armor. Vehicles are very similar to infan- 
try but also include information like movement type, examples being wheeled, 
tracked, VTOL, walkers, etc. It would seem like this could be time consum- 
ing but I was able to put together an army list fairly quickly. 


Once you have your list, you’ll layout your battlefield (terrain is important!) 
and both sides will deploy on their side of the board. At the beginning of each 
phase the players will put a counter (face down) by each of their Fire Teams 
that will show what action that Fire Team will take during that particular 
phase. These actions include Move, Fire, Assault, Rally, Dig-In and so on. 
Initiative rolls determine who goes first and then players take turns revealing 
markers and performing that Fire Teams action. When all the counters have 
been revealed then a new phase begins. 


Combat is resolved using opposed rolls to determine the success or failure of 
an attack. For example, the attacker would roll a d10 and add his Fire Team’s 
“Firepower” also adding or subtracting range modifiers and other modifiers 
(like terrain). The defender will roll a d10 and add their “Guts” or 
“Resilience” stat based on if the attacker is using suppressive fire or deadly 
fire. The two rolls are then compared to determine the results of the attack. If 
the attacker is successful, the target Fire Team may be destroyed, suppressed 
or forced to retreat depending on the amount of damage caused. 


Like a lot of wargames, I had to refer to the charts for the first few games, but 
after that it’s fairly easy to pick up the pace. The game plays pretty smoothly 
and turned out to be pretty fun. I didn’t have any 15mm Sci-Fi miniatures on 
hand but I tried it out with some of the MechWarrior clix miniatures and found 
they worked really well for me. About the only thing I didn’t care for in this 
game was having to make the counters, but that’s mostly because I was being 
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lazy! My favorite thing about this game I would say is the ease of being able 
to create your units. It really is geared towards you making them based off 
whatever concept you have in mind, I know when I read through the rules the 
first concept I wanted to try was Hammer’s Slammers. So I created some in- 
fantry with some hover tanks for support, it was really easy. So if you’re in the 
market for some Sci-Fi skirmish rules and you don’t want anything real com- 
plex I definitely recommend checking out this game because it’s really an af- 
fordable option. 

Review by Rodney Forehand 


Song of Blades and Heroes 
$10.84 (print) / $5.00 (download) 
Written by Andrea Sfiligoi 
Published by Genesha Games 


Song of Blades and Heroes is a set of fast play fantasy 
skirmish rules, and wow, it really is fast! My first game 
® took about 45 minutes and that was with us thumbing 
through the rules to make sure we had everything right. 
The book states that the average game will take 30-45 
minutes and that you could probably play a campaign of 
3 to 5 scenarios in one evening. They’re not kidding! 


So, here’s what you need to get started. A playing surface with terrain (or a 
hex map if you’d rather play on that), a tape measure (or 3 distance sticks cut 
to measure short, medium and long), six-sided dice (a minimum of 3) and 
some fantasy miniatures. I tried it out on a 3’x3’ board with some trees and 
some ruins, which worked perfectly. The two scales for this game are 15mm 
and 25/28mm. My first test game was the all-time classic Dwarves vs. Orcs & 
Goblins using 28mm figures. 


The first step is to create your Warband using the unit lists and point values. 
The average Warband is 300 points, but there is no reason you can’t go higher 
if you want to do so. For the Dwarves this came out to be around 7 figures 
and 16 figures for the Orcs & Goblins. Each figure has a few basic stats. The 
first is “Quality” which represents morale, reaction speed and initiative. The 
other is “Combat” which is used to resolve melee and ranged combats. That’s 
it unless the figure has any special rules like Leader, Fearless, Hero, Short 
Move, Lethal, etc. There are quite a few options, but not everything you’ll 
want to field in your Warband is in the rulebook, but that’s no problem be- 
cause the info for creating your own units and their costs are available in a 


spreadsheet on the Song of Blades and Heroes Yahoo group. 


Once the players have their Warbands they’ll roll six-sided die to determine 
who is the attacker and who is the defender. The defender gets to set up the 
battlefield using whatever terrain they want to use. After the battlefield is set, 
the attacker will pick which side they will enter from, and the defender takes 
the opposite side. The defender deploys their units and then the attacker de- 
ploys and now the battle is ready to start. Each turn begins with initiative rolls 
to determine which side goes first. Instead of an “I GO, U GO” game this is 
one side moves and then the other side moves. 


During your turn there is a risk involved with activating each figure. To acti- 
vate a figure you can roll 1 to 3 d6 versus the figures Quality stat, for example 
a Dwarf warrior has a Quality of 3+. Every roll 3 or over is a success, and 
other rolls are a failure. The number of success determines how many actions 
that figure can take. Walking is 1 action, sprinting (double move) is 2 actions, 
attacking is 1 action, an aimed attack is two actions, and so forth. The catch is 
that if you ever get two or more failures for a figure then the play switches to 
the other side (or that turn ends if you were the second player that turn). The 
only way you can guarantee that your whole Warband gets to move is by only 
using one activation die per figure, but then they’ll only get one or no actions 
depending on your rolls. 


Melee combat is resolved by opposed dice rolls between the two figures in- 
volved. Each player rolls a d6 and adds the figure’s Combat stat to the die to- 
tal. If both sides tie then nothing happens. If one player doubles the other 
players score then the losing figure is killed. If one figure triples the other fig- 
ure’s roll then a gruesome kill occurs, which could have morale effects on that 
figure’s friendly units within range. Now, if one figure wins the melee but 
doesn’t kill the other figure either “knock back” or “fallen” occurs. “Fallen” in 
this game is the equivalent of being off-guard of “open” for a fatal attack. If a 
figure is “fallen” and loses a combat then they are killed. Ranged combat 
works the same as the melee resolution except that the attacker won’t suffer 
damage from losing the opposed rolls. 


Magic occurs in lieu of the activation roll. So you must declare the figure will 
be using magic before rolling the activation dice. The number of successes 
will determine the power level and range the spell can be cast. So, if a player 
tries 3 dice for their caster and gets 2 failures then play passes back to the other 
player. 3 failures results in the caster losing power for the rest of the game. 
That’s basically the game in a nutshell. 
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The rest of the book is a set of campaign rules that work more like linking sce- 
narios and then the rest of the book also contains the statistics for a variety of 
units for creating your Warband. The game is really simple and really a lot of 
fun. It works great for having a new purpose for all those fantasy figures I 
have lying around the house! I know my gaming friends really had fun and 
loved how quickly it was to get a grasp of this game. It doesn’t require a lot of 
miniatures to play and you can make a Warband out of just about anything you 
have in stock. This game is definitely a must for those who like quick games 
that don’t require a lot of time painting or requires a lot of time to play. 


So, what happened with those Dwarves and Goblins? Well, those pesky 
Dwarves completely slaughtered my Orcs and Goblins, but they had to drink 
away their sorrows afterwards. Their commander was killed by a lowly Gob- 
lin spearman! Consolation prize! 


Review by Rodney Forehand 


GEN005 AE-WWII $39.99 
Published by Darkson Designs 


This game has been in the works for quite a while 
now and I was very pleased to get a copy to review. 
The book is a full color 176-page perfect-bound book 
that starts off with an alternate timeline for WWII 
where the conflict blossoms into a grinding mess of 
mud and blood and guts where each side is throwing 
more and more troops at each other and everyone is 
developing super-science weapons and creatures to 
ensure their victory. 


CORE RULES 


‘THE ALTERNATE EVENTS WWII MINIATURE WARGAME 


AE-WWII is a skirmish game where you’ll normally command under twenty 
models in an alternating activation fashion. Each model is rated according to 
their experience level and this dictates how many actions, between one and 
four, they can take per turn. Actions include things that you’d expect like 
moving, shooting and fighting in hand-to-hand. Shooting at your enemy is 
pretty straightforward in that you want to roll equal to or better than your 
Ranged Combat stat, with modifiers of course, but the chance of you doing 
damage can change from shot to shot because damage is variable. The proce- 
dure is rolling to hit, determining the strength of the hit, and then making a 
damage roll. This might be one more roll than you’re used to when resolving 
shooting combat, but I don’t think that it gets in the way at all especially when 


you’re playing with just a handful or two of miniatures. Actually, I like the 
extra element of chance that’s thrown in there to mix things up a bit. 


Factions include Soviets, Germans and Americans and each has a selection of 
units that you’d expect like normal troopers and leaders, but each faction also 
has a specific theme. The Soviets get psychics and chimp-human hybrids, the 
Germans have gone many steps beyond what was done in the real WWII and 
have come up with cybernetically enhanced nearly mindless hand-to-hand sol- 
diers and bionic gorillas, while the Americans have troopers with rocket packs 
and lightning guns. The armies are not dominated by these special troops but 
are enhanced by them. If you want to play a game with all “standard” troops 
you can certainly do that. Every faction can make use of heroes like archeolo- 
gists and marksmen, but each also has special ones that only they can take. As 
an example, the Americans can take a movie star so you can take Elvis (if you 
can find an appropriate figure), the Germans can take an assassin and the Sovi- 
ets could take a Criminal (anti)hero to bolster their forces. You can have Cap- 
tain America and Bucky squaring off against The Red Skull with Hellboy wait- 
ing in the wings to come in and mop up whoever is left. 


Army building is done differently than in many other miniature games because 
there are no point values. You build a detachment and what type you bring 
dictates how many of each level, green to elite, of troops that you can take. As 
an example, in the German army an Officer is a veteran choice, a single bionic 
gorilla (a Strumaffe) is a regular choice, and three Volkssturm troopers are a 
green choice. Depending on your detachment choice you can also take vehi- 
cles like jeeps and light armored vehicles, but you’ll need to pick up some 
plastic model kits that are available from various manufacturers. Interestingly, 
even though Darkson Designs makes some extremely cool minis for use with 
AE-WWII the first paragraph of the rulebook puts it right out there that they 
promote the use of any appropriate 1/48 models. Rules are not presented for 
tanks, but the game really does focuses on skirmish actions so it’s not surpris- 
ing. I expect that interested players will come up with their own vehicle pro- 
files to tanks, though. 


There are several scenarios presented in the book along with campaign rules 
for those that aren’t content with simple one-off games. The book also con- 
tains tow things that are really important to me and that’s a table of contents 
and an index. You’ll also find paint schemes for some troops for each faction 
and quick reference tables. 


The production quality of the book is really top-notch. It contains lots of pic- 
tures of well painted AE-WWII miniatures that are part of diagrams used to 
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explain various rules. The fluff is interesting and easy to read and the whole 
book kicks off with a timeline of WWII that has alternate entries inserted to get 
you up to speed with where we are when play begins. 


Even though the game is designed for skirmishes between a moderate number 
of troops per side I think that it would scale up well enough without breaking 
down since you have alternate activation of units. We’ll try to get a battle re- 
port game in as soon as we can and need to get to work painting models. Also, 
I had the pleasure of meeting Robert and Crystal Kingery a few years ago at 
GenCon SoCal and they are really nice people. I’m eagerly waiting to see 
what they come up with for the French, Japanese and Italians in what I hope 
will be an upcoming expansion. Yes, I’m very jazzed about this game! 


Review by Mark Theurer 


Dark Age, Essence $19.99 
Published by Dark Age Games 


Essence is the newest book release for Dark Age and 
it’s meant as either an entry vehicle into the game or 
as a rule book that can be used by any player of the 
game that needs just the core rules. I’ve reviewed 
the Dark Age, Genesis, book previously so there’s 
no real need to replay that here but I’ll go over 
what’s in this tome. You start off with a short fluff 
piece and timeline and then jump right into essential 
concepts and definitions of the game system before 
discussing how to build an army. The rules of the game are covered quite well 
and diagrams and examples are presented as in Genesis. Very short, three 
units each, sample army lists are presented so you can get a taste for each force 
and even build a force to get some games in. An excellent glossary, template/ 
counter sheets, and a quick reference sheet finish off the book. 
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The book is complete in that you can use it to play and not need anything else, 
but if you like Dark Age you will need more. As an introduction to the rules of 
the game, Essence is great and does the job just fine. If you do decide that you 
want to dive deeper into the game you’ll need to spring for at least one more 
book, though. If all you need to do is learn the rules then this book does takes 
care of you for twenty bucks. 


Review by Mark Theurer 
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manors, abbeys, and more. 
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MG4 Modern Micro Armour: The Game $29.95 
Published by GHQ 


Let me start off by saying that I’m not much into 
miniatures game that situated after World War Dos. 
But, I’m starting to lean towards perusing Vietnam 
-| War rules. So, I guess it’s not out of the realm of pos- 
sibility that I could move ahead to the more modern 
eras for wargaming purposes. If / when I get there, 
these rules, Micro Armour: The Game — Modern, 
could conceivably serve my purpose. 


GHQ hopes that you will use their models with their game, but any model in 
the 6mm/1:285 scales will work. The author of the rules purports them to be 
“research engine” that allows a gamer to experiment with the technology, tac- 
tics, and doctrine of all the important players in the real world. This tome pro- 
vides you with rules for tanks, transport vehicles, aircraft (including helicop- 
ters), infantry and firepower. World War Two and prior might be my preferred 
realms of miniature enjoyment, but this book tempts me to peer into a dark 
corner of myself that I had not considered. My wife/CFO sure won’t be 
pleased if I embark on yet another miniatures project. So, let us take a gander 
at the make-up, layout, and construction of this book. What we have is an 8.5” 
x 11”, perfect bound, soft cover book. The pages are glued into the backing. 
None have come loose during my initial perusals of the book. That is good 
news. These days it seems that if pages are going to come out they do it fairly 
soon after purchase. I think that has something to do with the books being 
shipped into cold climes and staying there too long. The severe chill does 
something to the glue. Ok, we’re now finished with Chemistry 101 for the 
day. The 142 pages inside the covers are all full color and semi-slick. I prefer 
this kind of paper as there is fewer glares from lights and the shininess of my 
bare scalp. One hundred and forty-two pages may seem like a lot to digest for 
a game, but the actual rules only constitute 24 pages of the book. 


The largest section of Micro Armour: The Game — Modern is the one that deals 
with weaponry. These fifty-one pages provide information on just about every 
combat or support vehicle you can think of. Each listing gives the country of 
origin and the year of deployment, point value, tech level, firepower, defense, 
speed, cargo capacity, and transportation requirements. The most ambiguous 
of these is “tech level”. The rating seems to go from 1 to 4, with a tech level of 
1 being items used at the beginning of World War I. Something rated as a 4 
will have seen the light of day in the 21* century. There are listings for 34 dif- 
ferent countries’ equipment. The last section of the book is for scenarios. My 
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personal opinion is that every game, whether it be miniature-based or a role- 
playing game, should have at least one scenario in the main book. There are 
ten scenarios that cover battles from the Korean War up to a 1996 battle where 
Spain and Morocco battled Algeria and Polisaro (political guerillas) in the Sa- 
hara. Some of the scenarios are hypothetical. My personal favorite is The 
North German Plain — Germany 1977. This is the what-if situation of the cold 
war suddenly turning hot and the NATO nations had to battle the Warsaw pact. 
Each scenario has a listing of all the toys needed for both sides. They also 
come with a picture showing the terrain lay-out so that gamers can reproduce it 
on a table top for game play. Set up instructions and victory conditions are 
also supplied. 


There are also two pages of color counters and templates that you can copy, 
laminate, and cut out for personal use. Before I let you go, I’ll tell you a little 
something about the rules. Figure mounting is done on 1” x 1” squares 
whether the unit is a tank, APC, or an infantry section. The most difficult part 
of playing a game will be to keep up with the possibly varying tech levels on 
equipment fielded by each player. Higher tech levels give advantages over 
lower ones. The sequence of play is fairly intuitive, so no real difficulty there. 
I figure the learning curve for the basis of the rules to be 30 to 60 minutes. 
After that you might have to only go searching for rules on weapons systems 
that are not very common, i.e. cluster bombs. So, don’t expect to get a brain 
cramp when you sit down to read. 


I you have the slightest interest in post-World War Two gaming then head over 
to your favorite hobby shop, actual or virtual, and pick up a copy because, as 
the back of Micro Armour: The Game — Modern says, “Life’s too short for 
games that suck.” 


Review by Brian Ahrens 


Terrain Worksho 


I have to say that I am embarking on a project that will be larger than any other 
terrain project that I have ever attempted before. This is a project inspired by 
one of my all time favorite products, and that is the molds put out by Hirst Arts 
( ). This particular project will incorporate a whole slew of 
his molds, but will concentrate on his new line of cavern molds, that is except 
for this particular article. My original goal was to build a large table full of 
cavern pieces, but being who I am, I just had to go the step further and also add 
in a mountain entrance to this underground labyrinth. For the purposes of de- 
sign ideas, I also figured I needed a theme for the labyrinth, so I did that too... 
but just like Deal or No Deal, you will have to wait until next time see that 
little tidbit of information. 


For the mountain entrance that I was envisioning, I wanted to have a mountain 
terrain pieces that I could actually lift off the top of the mountain, and that 
would reveal a small complex carved out of the guts of the mountain (I’m 
thinking along the line of Dwarves in “Lord of the Rings” at this point). Then 
within this small complex will be the trap door with the “DO NOT ENTER 
FOR YOUR SAKE” sign painted on it. This of course would lead to the caves 
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below with all its horrors and adventures. Picturing it in my mind I thought 
“piece of cake”. But as normally happens with my “piece of cake” ideas, this 
turned out to be more of a challenge that I was counting on. 


The first thing I had to do was to come up with a floor plan of the “under the 
mountain” complex. I wanted the overall size of the finished terrain piece to 
be about 21” square (for storage reasons, nothing more complicated that that) 
so when you account for the mountain itself, this didn’t leave a whole lot of 
room for the complex, but since in reality it only really had to be big enough to 
hold a trap door, I figured that was no big deal. 


So using the basic floor tile brick and basic building bricks I laid out the floor 
plan of something that would work (both types of bricks can be found in a 
number of different molds, but the tiles can be found in Mold # 201 and the 
standard bricks in Mold #40). What I laid out was an entry hall, a main room, 
and then two side rooms that varied in size and shape, with the larger of these 
two was the where I planned on putting the entrance to the “caves below”. Just 
for kicks, I also used some fancy tiles from Mold #56 and Mold #205 to dress 
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www.thunderboltmountain.com 


up the floor in the great room. After settling on the floor plan, which took me 
a time or two, I then glued them all together. You’ll notice in the picture that I 
had a square piece of wood under the bricks while I did this, and that is what I 
planned on using as the base of the entire mountain piece. This helped me fig- 
ure out how large I could make the complex as I tried to picture the mountain I 
would build around it. I also put plastic wrap under the bricks since that stuff 
is easy to pull away from the glue that I was using to glue the bricks together 
with. 


Now, one thing that I’m leaving out of all this process is the description of how 
I made the bricks themselves. For that I refer you to the Hirst Arts web site 
( ). Bruce (as in Bruce Hirst, creator of the molds) has done 
a fantastic job on putting together an extremely informative web site that walks 
you through the paces of how to use the molds in general as well as how to use 
each of the specific molds. There are pages and pages of tips and tricks and | © 
every time I go browsing through these, I have always come away with more [ 
ideas and I swear I get excited all over again about building stuff. He even has & 
instruction videos for you to watch for free. So anyway, he does such a great 
job explaining the use of the molds that I figure that if you are new to mold 
making, I will refer you there. The only real difference is that I add some pow- 
dered paint (black) to the mix so that I get a grey brick rather than a stark white 
brick. This helps make chips on the finished product stand out a little less. 
You will notice that there are several different shades of grey, and this is just 
because I’m not real exact about how much paint I put in, because it doesn’t 
really matter for my purposes. 


So back to the piece, the next step after putting together the entire floor is to 
then build up the walls. This part was easy and straightforward since I didn’t 
have any outside windows or fancy architecture to worry about. I did try to 
spice things up a bit by putting recessed archways using a mold that is no 
longer on his web site (Mold #137) in the walls of the great room. I also put 
four murder holes (I used the arrow slits from Mold #63, but again there are 
several ways this could have been done) in the entrance hallway. The two cen- 
ter entrance arches I uses 1 % inch wide arches, but on either side I used the 
smaller 1” wide arches. I didn’t want to build the walls too high because that 
would force a bigger mountain with steeper sides. So I settled on sides that 
were 2 % inches high (which amounts to five layers of bricks). 


After finishing with that, it was time to start the mountain. I wanted the struc- 
ture to be removable so that I could 1) change the floor plan should I desire to, 
and 2) I could use the structure without the mountain if that was what struck 
my fancy that day. So I cut out strips of hardboard that were 2 34 inches wide 


(this would allow for the piece to be mounted on foam board if desired) and 
stacked them against the sides of the building until it all fit pretty well. Then I 
cut a bunch of cardboard spacers to put some working space between the struc- 
ture and the hardboard walls. The next step was to glue the hardboard walls 
together. I did this with wood glue at all the seams, and then I also use strips 
of scrap wood glued both to the base and to the hardboard strips. I used hand 
clamps to help hold it all together while it dried. Just make sure you don’t get 
glue on the bricks, or the idea of removing the structure will be wasted. 


After all this was nice and dry, I then used my band saw to cut out a rim that 
could sit on top of the hole for the structure. I did this by first cutting two ex- 
act bases for the mountain top. This base had to be big enough to cover the 
structures and the wood walls. Then I drew the floor plan on the reverse side 
of one piece and cut it out. This is where the top of the mountain would sit, 
and the lower part of the mountain would ramp up to it. The edges of the piece 
were cut in a freeform style, and in such a way that it left enough room for the 
slopes of the mountain. As you will see later, I didn’t quite have enough room 
in some areas, so the resulting mountain slopes in those areas turned out to be 
more along the lines of “cliffs” than slopes. 


The next step was to build the mountain proper. Using a heat knife, I went to 
town carving up pieces of Styrofoam and gluing them around my frame. This 
process is pretty forgiving, and it is pretty much impossible to make a mistake. 
The main thing you have to remember is to make it look random, and to al- 
ways remember that this is being made for models with a base that is at least 
1” in diameter (i.e. don’t think that a cool looking mountain path will be useful 
if it is only a half inch wide). I also put in three pegs (short pieces of dowel) 
inset into hardboard rim. These would be used to line up the mountain top 
with the mountain bottom after the entire project was completed. I didn’t want 
these pegs to be too snug (I can just picture myself showing this off sometime 
and then having a wrestling match trying to take the mountain top off, it would 
kind of spoil the moment), so I shaved off a bit of wood around the side of the 
peg and made sure the hole on the underside of the mountain top were sanded 
smooth as well. 


The next step, after leaving the whole thing alone for a day or two so that it 
could dry thoroughly, was to cover it with plaster cloth. This step is always 
kind of fun, and again, really hard to mess up. I cut a whole bunch of strips of 
varying lengths (I ended up using a total of two rolls for this project) and 
stacked them to the side. Using a shallow plastic container, I put about a half 
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inch of water in it and put it and some handy paper towel close by. Then it’s 
time to get down to business. 


If you have never used plaster cloth, it is pretty neat stuff. Just dip it in the 
water for a second or two, and shake the water off and lay it over your form (in 
this case the Styrofoam). I always rub it down to smooth out bumps, spread 
out the plaster, and make sure that the way it lays at least looks nominally like 
a mountainside. Don’t worry about the holes in the cloth at this point; we will 
save that for the next step. I took extra care with the edge on top since I 
wanted the mountain top to sit flat on the rim. I also trimmed off any excess (a 
rather messy process, so try to minimize this) rather than letting it wrap into 
the hole where the brick structure would go. This step you can’t interrupt for 
very long because the plaster does tend set quickly. With that being said, you 
still should let it dry for a day before going to t he next step. I also made sure 
to separate the two pieces with wax paper while they were drying so that I 
would not have to cut them apart later. 


After the plaster cloth is on, the piece really starts to take shape. From here on 
out it is all about making it look more realistic. First is to fill in all those little 
holes from the plaster cloth. And what better way that use more plaster. I 


mixed up small batches, and made the plaster a bit thinner than normal. Small 
batches because putting this stuff on can be lengthy, and you don’t want it set- 
ting on you before you get it on, and thin (but not watery) so that it will fill the 
holes and smooth out the creases and bumps. I mostly used a brush to paint it 
on and smooth it off, but this time I thought that I would try using my hands to 
apply and smooth it out, but for one it was REAL messy, and for two, it actu- 
ally did a worse job of smoothing it all out. So I think I’ll stick with the brush. 
Again, after this step I let it dry for a day before going on. When it was good 
and dry I started the paint job. For both the mountain and the brick structure I 
used the same painting technique (after all, they are both made of plaster in the 
real world, and made out of the same mountain in the make believe world 
right?). For the first coat I like to put on a thick coat of black latex paint. For 
this step I always brush the paint on since I want to make sure that I get a very 
thick coat on the first time without drips. Plaster is very thirsty, and it will take 
you several coats of spray paint to satisfy that thirst, but only one doing it this 
way. After painting the whole thing black, I then spray paint on the base color. 
Since the plaster is now pretty much sealed, the spray paint can do a good job 
of covering. For my base color I used a basic dark grey (for the base color, I 
suggest using a dark color of some sort, dark brown also works nicely). 


The last paining step is to dry brush the whole thing with a light color. Since I 
used dark grey base, I found and used a nice light grey to use for my dry brush 
color. For this step, the mountain itself is a piece of cake, but getting in all the 
doorways of the brick structure forced me to get in some funny positions and 
use a few different sizes of brushes. 


The final step was to put on the final texturing. I used mixtures of sand and 
small gravel as a base, and mounted some pine trees around the piece (I used a 
package of 6 small Pines made by Grand Central Gems). After that, I just 
started gluing on a variety of shrubs, sticks, rocks, grass and what ever I could 
pull out of my rather larger terrain making kit. It was now ready for the gam- 
ing table. Next time, we will go through the underground complex and into the 
caves below. 
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